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COKE FROM COCA-COLA 
SHOES FROM TIMBERLAIMD 

WATCH FROM SWATCH 
LIVEICASH FROM MIDLAND 



Whether you're going into town for a bite 
to eat or a look round the shops, there's one 
thing you can't afford to be without. 

A Midland UVElCash Card 

You can use it at any Midland AutoBank 
to get to your money 24 hours a day. 7 days 
a week. And as long as theres a minimum 
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balance of £90 in your account, you'll earn 
a good rate of interest. 

If you are aged 14-30, you can open a 

LIVEICash account. 

Just caU in at your nearest Midland Bank 
and fill in an application form. Or call free on 
QBQD 400 469 for written details. 
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ITS THE ONLY WAY 

TO LIYE! 




Every move 
you make, 
every step you 
takc^ they're 
watching you. 
Fight your way 
through the 
precinct - the 
back alleys, the car 
parks, fight your way 
through the villainous 
community, the skin- 
heads, the Beastie Boys, 
the bouncers. On a hot, 
steamy night in New York 
this is just the tip of the 
iceberg on your chiJIing 
quest to confront "MR. BIG 1 ', 
A spectacular arcade style 
brawl with many hoodlamsand 
hellhounds to encounter - 
this is target Renegade - 
if it moves, it hurts! 
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LETTERS 




Concern about the question of which 16-bit computer to 
purchase - Atari ST or Amiga - artd, indeed, which is the best, is 
stilF foremost in THE GAMES MACHINE readers.' minds. But first 



- a bit about the PC Engine. We want your letters because it's the 
best *orni of feedback from you. so write to 'READER PAGE. THE 
GAMES MACHINE POb&x tO r Ludlow, Shropshire SY8 1DB, 



PC ENGINE 

in TGMfW we m#?rretitfy implied that 
the PC Engine - new wonder machine 
from Japan - was pari of the Nintendo 
range. TGM reader Sftintaro Kanaoya, 
wfra provided valuable input to but 
article on ihe Nintendo Family 
Computer in TGMOG > , wrote to us with 
mora details r * . 

The PC Engine is buifl &y NEC. It has 
absolutely nothing to do wrth ihe 
Nintendo console, and, as far as I know. 
Nintendo software is not compatible WFlh 
ft 

As to how it compares wvih ihe ST and 
Amiga (as one Readerpage writer has 
asked i. it Has an a -bit custom chip, 
simultaneous playing ot six sounds, and 
up to 5 t 2 colons on screen . ft measures 
about 14 x T3 centimetres by 4 
Centimetres high, and it retails in Japan 
tor about £ TOG, with games costing about 
£20 All She games come on Ihe Sega- 
type card and can be up to the 2 mega 
level. 

Ftrtureadd-on&: one will allow the use 
of a CD player, there wil I be a n LCD colour 
pcwlable display, keyboard additions, 
personal computer applications and 
possibly a telephone connection, 

I! all looks good, but I'm wailing Jgr 
confinnabon of rumours that Nintendo 
are releasing a 16-bit Super- 
Nintendo , . . 
Shkntara tiananya. London $W1 5 



Thanks for the information? Shintaro 
atso tells us that Sok o- B a n (renewed 
TGM0051 loosely translates as 
1 Warehouse Guard'. So now you know! 



NO 8-BIT ATARI 

Dear Games Machine 
I would like to ask you wfiy you have 
nothing m your magazine about the Atari 
B-Ehl You seem to be ail for the 
Spectrum, Commodore and Atari ST but 
if you want to compete wiWl other mulli- 
user magazines, I would advise you to 
start reviewing games for the Atan 8-bit- 

l have nougni all your issues just in 
case there is something about line Atari, 
but sadly nothing 1 don't suppose you 
even have an Atari B-brl computer. 

(nave read in the letter pages thai ;MSX 
users say thai there are 2D0.00O users 
but Atari has more users than that. I know 
you won't pontthis letter but I just wanted 
to tell you what I thought 

Hopefully I will be seeing more of the 
Atari 8-tHl in future editions. 
Ailan Fortor, Lincolnshire 

Story to disappoint you, Ailan, but 
Atari B-bit games are almost entirely 
budgets and compilations these days. 



and as you may ha ve noticed, THE 
GAMES MACHINE doesn't review 8 hit 
budget games: Apart from which, 
there is almost nothing new for the 
Atari 3-bit any more, and other multi- 
user mags only give it passing 
coverage from time to time. A$ a 
matter of tact T we have several 8-bit 
Ataris around, because - like the next 
writer (who hacks up why TGM doesn t 
cover tt)- most people round the TGM 
office think it's a great machine, 

16 MILLION COLOURS 

Dear Games Machine 
heading Jason Shipman's letter in 
rGMODS : April! i couldn't stop laughing. 
i am an Atari ST and Atari BDOXL owner. 
The BO0XL is one ol the best B4K 
computers ol all time, yeMuneh^alFm li:r 
lis amazing 8-bit graphics capability. It 
puts trie Commodore 64 to shame 
because of its speed in graphics 
operations, 

Bui support here was a problem, as 
nobody released any games lor rt - so it 
wasn't (isn't) very popular, However, on 
the hardware side of things, it is an 
outstanding machine, and it has lot ol 
peripherals available for it. 

Now onto the ST. For the pries ot only 
£300 (or less) you can have a computer 
with a built-in MIDI port and connection 
to any television or monitor i unlike the 
Amiga which requires a TV modulator as 
an optional extras. It not only has the best 
software support lor any 1 6 -bit 
computer, but also me mosl amazing 
hardware as well which put the Amiga's 
graphics, colours and speed to shame. 

Whal Tm talking about is the new 
Parsec graphics adaptor, from Elmrech 
Research, only just released it has twice 
the Amiga's resolution (1024 a 1024) 
with Some 16.777,21 6 colours It 
contains a 32-bil, 48 MH2 processor 
running at an incredible 6 125 million 
instructions per second 1 Which is 50% 
faster man the Acorn's Archimedes - let 
alone the Amiga. With on board RAM. 
hardwafie line draw, rectangle and blittef , 
it costs around £500 la £700 and plugs 
straight into the back of the ST. if you now 
calculate the cost, it comes to around 
E1QOQ. You may well think to yourselves 
who's going Id buy thai and there won't 
be any support if I buy il , but lor thai price 
what you'd be getting is a wtiole 32- bit 
computer with graphics and speed 
eaecuton to knock your socks off - and 
no bull. Also, there will be a lot of support 
from the company itself who developed it. 

Think of it, lor just £ 1 000 you can have 
a computer comparable lo other 
computers costing thousands more - so 
when you think about it, il really is worth 
getti n g an ST just for that: and who knows 
what Hie future has in store lor the ST? 
Nicholas Nicon, Tottenham, London 



The Parsec Pixel ■* does indeed sound 
impressive. We'll try and get our hands 
on one soon for evaluation, And it you 
want to be impressed hy music 
software development on the ST, try 
Jon Bates's article on page I If. 



OmBESTEDINMT 

Dear Games Machine 
As a thi rd year j n the process of choosing 
my options, I would be grateful if you 
could supply me with information about 
the careers ol ART Drflf CTOR and 
DESIGN/LAYOUT REASON. For instance, 
which GCSEs mighl be useful. 
Ben Glarjman, flamsgate, Kent 



liiow that's a different question! First 
Art Director, in magazine terms, this is 
the person responsible tor the general 
appearance of one, or more, 
magazines. The Art Director liaises 
with editorial and pre-print production 
people to ensure ttie pages are 
decently designed and conform to the 
'house ' style T and directs the efforts 
of the layout people. A Design/Layout 
for Paste Up) person is the one who 
actually, under direction of the Art 
Director, sticks die actual text and 
pictures in position on the magazine 
page$ r 

That's it very briefly, but an awful 
lot of skill and self -determining work 
goes Into ail the art functions. GCSEs 
should certainly include Art, with an 
emphasis on drawing and technical 
skills. Most people toewstieid employs 
rnme from art schools, however, with 
at least some baste understanding ot 
graphic techniques ami reprographics 
(the use of repro cameras and picture 
half-tone making). 



MORE MS X 

Dear Games Machine 
I have been buying THE GAMES MACHINE 
from ihe 1 si edition and will continue 
domg so as I thi n k <i 's g real . I was glad to 
see, when I first bought it, that there was 
a section lor MSX users, and I hope that 
you are going to continue doing so. unlike 
other less known magazines. 

I would also like to lell you about a new 
magazine I am forming, especially 
devoted to MS* users Its contents will 
include hints, POKES. iftipft k pen-pal 
page, postbag page and more, which will 
be out every month. If anybody would like 
lurther information, please send an SAE 
to: MSI Magazine. $ Fouracres ftoad, 
Gowgate, Newcastle Upon Tj^rw NE5 
3AS 

David Hark ins. Newcastle Upon Tyne 
NE5 3AS. 



4s you can see from the contents of 
this issue, David, the MSX reviews are 
back The reason they disappeared for 
an issue or two, believe it or not, was 
th&t our venerable Phillips machine 
packed upl It took a white to gel hoid 
ota brand new one - a Sony MSX HS- 
F70DD in our ease, with oittllin disk 
drive, twin cartridge ports and a word 
processor on board. And very nicety 
designed It is too. 

DON'T ABUSE ME 

Dear Games Machine 
l was devastated by reading your article 
on Industrial Ohiid abuse i TGMOW. page 
2 1 ) . I am 1 S. a nd for years i have worked 
like a fanatic on my humtHe Spectrum, 
determined tg know everything about me 
zeo chip. Ail hours I have studied, even 
during sleep (my dreams are in binary) my 
brain continues to sort game -concepts 
and animated graphics I have it M 
reached my goal. Alt the technical rough 
edges have been smoothed, enabNng me 
to write a (Iridium clone if I wanted to. 
using equal speed and graphics 

I was planning to write a game before 
ihe end of May and send it to a fairly well 
established software house within the 
budget division. Your article soon put a 
stop to thai! In five minutes fioi my 
dreams (and future plans r were 
transformed into seemingly naive and 
positively dangerous ideas. Should I 
continue programming? A*e Masterlronrc 
a load of gits? Does Firebird employ 
caefs? Are Code Masters' s Darlings really 
darlings at heart 7 

Are there any Spectrum programmers 
out there wilh a list ol honest and genuine 
software houses^ Please write to this 
magazine jnrl IrIi p^ery one who the good 
guys are. 
Your*! T.C 



Mel's piece was more about the 
Victorian era of games programming, 
the days when under-age 
programmers were stuffed into the 
workhouse. Things aren 7 quite as bad 
t&day, and the b>ree companies whose 
names you mention are certainly not 
among the Scrooge-like taskmasters 
referred to. But they are businesses, 
and look tor a good deal if they can get 
it, Who wouldn't? And so should you. 
Before committing to any offer, try 
several companies to see what deals 
can be done, certainly insist on 
handing nothing over without a 
contract, and make sure you are 
getting a reasonable advance on a 
reasonable level ot royalties. On the 
other hand T don't expect anyone to 
give you top rates tor a hrst game - 
after all, the software house is die one 
that takes the real financial risk. 
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LETTERS 



FALL OLH 
OVER US GOLD 



Dear Games Machine 
I write to complain ahoul US Gold's advert 
on page 57 of TGMOM for a game they 
call 77ie Chernobyl Syndrome. Quite 
frankly, i think il is disgusting that a game 
could be released with tfirs title, 

Whai happened at Chernobyl was a 
major tragedy and many brave people 
losi their lives in this most unfortunate 
accident. To triviahse this by using 
Chernobyl so promtrtently in the title ot a 
game is sick, 

I am not complaining about the actual 
game, as computer games are nearly ail 
concerned with mass destruction, US 
Goio. though^ could have chosen a 
different title for the game rather than 
naming it alter the earth's worst ever 
nuclear accident, just so that the game 
would gain more public attention. 
Mark Luces, Stourbridge, W Midlands 



ft you think seriousfy about this 
argument, you would Also consider the 
titles of many games, books, hims, 
ptays etc as 'sick 1 or 'disgusting' 
because they were about - even if only 
slightly - incidents that occurred and 
caused tragedy. The fact is, that once 
something has become history, no- 
one realty cares arty mure about its sad 
human aspect. Was the wartime 
Tobruk disgusting? Many people died 
in tragic circumstance during the 
tames for Tobrvk in Wnrtd War it. The 
point is, when does an incident 
become history? When everyone who 
was involved (and survived) has died? 
ft so, men US Gold's game could at 
feast be catted insensitive. 



WHICH ONE 
TOBUY7 

Dear Games Machine 
I have just spem the last eight months 
saving op £700 to buy an Amiga. I am 
now unsure which 1 6 -bit to buy. 

Over the past lew months m TGM, 
there has been twice as much software 
renewed for the ST man the Amiga I am 
pretty annoyed about this because ri 
confirms the fact that (he ST is selling 
mote units than the Amiga. I am not 
particularly biased towards the Amiga, 
but i warn to buy the best i not (he 
cheapest! ot the two micros. 

I'm sorry lo say «t, but everyone who 
has boughi an ST or Amiga obviously 
know which one is me best: Itie Amiga. 

As far as I know, the sound and 
graphics ol the ST have been pushed a 
: l, hut the Amiga has hardly been 
touched at all m the sound department 
and very little in the graphics of recent 
software. 

Now I don't care if the ST srits twice 
as many units this year than the Amiga 
because l Know thousands of people 
haven't got the cash for the Amiga, 8u1 1 
was wondenng if you, THE GAMES 
MACHINE, could possibly tell me what 
you think the future of software for both 
micros will be like. 

I know this is a tough question but I 
really hope you can grve me an answer, 
as in probably buy a compact disc ptayer 
it my uncertainty continues! 
Aiden Donnelly 



You're right -it is a tough question* 
Perhaps the best Answer i$: 'stay 
tuned to these pages for the next 
year? ' The ST has sold more units than 
the Amiga, but then, it has been setting 
for far longer too. indications are that 
considering the price differential, that 
it Is catching up Quite weii, and 
certainly there is more software 
available now than before, 
information we have at TNE GAMES 
MACHINE is that nearly every software 
house in the UK antf many more 
abroad, are writing tor the Amiga. 
There wilt be less upgrade 
conversions from 8-bit, and less 
cross-conversions from the ST- 
rather it is tikeiy to go the other way. 



NO RUNWAYS tN 
AFTEBBtmtiER? 



Dear Games Machine 
I own a Sega console system and 
ahhough I am very pleased with the 
amount of coverage you give it, I am 
d isappoi nted with the reviews you give it 
Let* a take A fflff Burner. You gave rt 60% ! 
The game is BRILLIANT and warrants al 
leasi 85^. You obviously dkln'i play the 
game. You slate it has no continue 
feature. YES it does. You state there are 
no runways YES there are. 

i mean to say that ygur classing such 
brilliant games as Rocky Out Rod, After 
Burner etc with the likes ol Spectrum i 
Nigel Men$etl'$ Grand Prix It's pathetic 

I think we can appreciate that consoles 
ami 16- tote are taking over, leaving C^s. 
Speeches and CPCs to fade into obscurity 
like the ZXBi . These new breed are 
obviously for the rich, yuppies or working 
class individuals as the Software is 
expensive, but worth it. BE FAIR, 
Kennath Jackson, Edinburgh 



For the revtew ot After Burner, which 
was done from a production copy, the 
game was played fatty over several 
hours to level t2, No runways had 
appeared at that stage {rather than 
aher every tour levels as on the coin- 
op), Nor was there a continue mission 
option. We can onty suggest you take 
a photograph of the runways trom the 
screen of your copy and send it to u$. 
As to the death of the 8-bit market 
you so gloomity predict perhaps you 
should not be too hasty - iVs more 
than alive and well, just take a took at 
some of the reviews In this issue! 



DOWNWARD 

CONVERStONS 



Dear Games Machine 

Well done for producing such an excellent 

mag. 

On Ihe subjec t ot computers i why else 
would we be reading this mag) i would 
like to know if you think the S-bil 
machines will be swept aside and the top 
software houses will set their target on 
the 1 6-bit machines. I have noticed thai 
over the past lew monihs software 
houses are programming more and more 
for the bigger machines. Do you think in 
the near future 8 -bit machines will tie oul 
of fashion so to speak? An example of 
such a company is Melbourne House. 



which now seems to be producing games 
mainly for the ST and Amiga. 

I am thinking ot buying an Atari ST. and 
I am very impressed wWi how many 
pmes you review on t6-bit \ also enjoy 
reading Sega reviews, i think to make 
mi GAMES MACHINE a better mag you 
should move away to just the 16-bit 
machines, plus slay with ihe Sega and 
Nintendo consoles. 

About every mag has a POKE and help 
page which I ihink wouldn't harm yours. 
I think that your mag tias more ol a 
serious outlook, and lhal is needed in a 
good magazine. 
Nigel Roust, Gillingham, Kent 

There's no doubt that the majority of 
British software houses now see the 
16-bit machines as the primary 
objective tor games design, but this 
Isn't because they wish to ignore the 
B-4tit market For one, it's far too big to 
ignore, and stiii makes them t$r more 
money titan the fti-bit market does. 
No, the argument seems to be that 
whereas you can convert down, 
upward conversions (ie 8-bit to W-bit) 
are never as satisfactory. While the 
public continue buying Spectrum and 
Commodore games in the Quantities 
they do, the software industry would 
be foolish to forget It. 

We pondered over a bints, tips and 
POKES section, but decided against it 
POKES in the 16-bit area are a non- 
starter malty, and THE GAMES 
MACHINE is intended to have a far 
wider scope than other computer 
magazines, which means a shortage 
ot space for items such as tips. 
However, we *ti see what the outcome 
ot the Questionnaire, printed in this 
issue, has to suggest* 



some fine mum 

Dear Games Machine 
To tegin wirjh I say lhal THE GAMES 
MACHINE is one of the best magazines 
around, and my followfng complaints are 
oniy my opinions on how lo fine tune, 

The magazine as a whole: TGM is 
about 'Computer and Electro™ 
Entertainment', and as such it is 
■ Reporting wherever technology is 
apphed to entertainment" It seems to me 
that the magazine is much more 
concerned with computer games than 
anything else, and that all sorts of other 
non-electronic subjects are included, 
such as board games Nol that there is 
anything wrong with this A computer 
magazine with the occasional article 
about other things is fine, but J would 
prefer a magazine in which the regular 
articles have more space, so that 
computers donl take over At the 
moment you seem stuck between the 
two. 

This leads me on to the magazines 



organisation. As a computer magazine it 
is f i ne , and things are well spread out, but 
the other articles seem to get lost inside 
it all The presentation also is severely 
lacking when compared to CHASM (and i 
presume ZZAP 1 64). TTie contents page is 
very uninteresting and the headings for 
each section are awful. Take CRASH'S 
Forum pages lor instance - there's no 
doubi what the page contains due to its 
header. These sort ol headings also make 
eE much easr-er to find certain places at a 
glance, much more so than the uniform 
box that TGM uses. 

Variety seems to be (fie difference with 
all tf>e Mewsfield productions. Some 
sections are loved by ell, some by just a 
tew, but they are all valuable and should 
be kept. The features are generally good 
flTie RARE interview in TGMOCH was 
excellent) , but maybe a cartoon could be 
included Mercy Dash is fine as it goes, 
but an unprejudiced cartoon would also 
add to the mapjme (And no. I don't thing 
Cutey-Poo is hilarious). This would help 
to make the magazine less formal, as 
does Uncle Mel's Trivia Qui?. 

Just who Is running THE GAMES 
MACHINE? Issue 1 saw Graeme KM as 
editor, and Oh was just Art Director, 
Issues 2 and 3 bad Oh as editor, and 4 had 
Julian RignaH 3s 'Acting' editor jOli ill. 
maybe?) TGMO0S once again rel urns Ihe 
position of editor to Oli. or perhaps Oliver 
as we should now call him 

As I said before, these are purely my 
own views arm I think !nai the only way 
to hno) out the tboug hts ot all the readers 
is to have a questionnaire like the annual 
CflASHtJonnaire. This always makes 
interesting reading 

Last words must be devoted tn Mel 
Cr-Qucher. To those who don't know his 
history it's sufficient to say that he wrote 
possibly the best ever computer game - 
Dens £sr Machina - the only .game that 
was more an experience than a computer 
game. Keep Mel writing his controversial 
reports, his quiz, and ot course Mercy 
Dash - he's en invaluable writer. 
David Bick, Tewksbury, Gins 

We ve told Mel again and agam not to 
get his relatives to write to us! Okay, 
answers: TGM is certainty 70-80% 
about computers, and non-aiecfronic 
games come under the umbrella ot 
'Games Machine" of course. The 
design is deiiberately low-key (though 
not intended to be uninteresting), but 
we am always keen to hear what 
people have to say about ft. (Use your 
influence through this issues 
Questionnaire!). Oltver is TGM Editor - 
he decides what goes in and what 
doesn't - although he wrttes nothing 
for the magazine; he took over from Mr 
Ktdd, but was away on a wett-eamed 
h oiiday throughout TGMQQ4, so Julian 
Rignatt did a caretaking job for him, 
And finally . Met is almost WO 
wonderful, isn r t he? 



CUHV4DG FALLS DOWN THf STAIRS 
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NEWS 



INTO THE SOFTWARE 
ARENA 

THE first ever British entertain men! software conference was he(d on 
March 1 1-13 at the Hotel de France, St Helier, Jersey. Organised by THE 
GAMES MACHINE'S parent. Newstield Publications, it brought together 
over 80 lop representatives from Britain's leading software houses and 
distributors. (See pages 108 and 1 10 for Robin Evans's more irrevefem 
coverage of the event). 

The three-day weekend event 
was designed as an opportunity 
for software publishers to discuss 
their common problems and was 
based around a series ol speeches 
given by invited guests, with ques- 
tion- and -answer sessions after 
each. The speakers were Simon 
Treasure from chart pollsters 
Gallup, Geoff Grimes, Marketing 
Manager Elite Systems, Mike 
Blackman. Project D if eel or 
Montbuiid - the people who 
organise the PC Show, Jack 
Schof ield editor Computer Guar- 
dian and Dean Barrett, the new 
Marketing Manager of Commo- 
date {UK) Ltd, 

Much of the discussion revolved 
around the commonly felt need for 
a truly representative software 
publishers' association; one such 
already exists in the United States, 
a situation neatly outlined by 
American Mark Lewis of Elec- 
tronic Arts. But Dean Barrett came 
in for some crittosm for Commo- 
dore's past policies of standing off 




Incentive's Ian Andrew almost m 
fears over all the 3W3rd5 for Driller 

from the software industry. Ban-alt 
responded by saying that it was 
time hardware manufacturers took 
note of their colleagues in soft- 
ware, and that both sides should 
talk to each other more, especially 
when it comes to upgrade 
developments for existing 
machines such as the Amiga. He 
also affirmed that Commodore will 



Gary Bracey accepts the top award tar Ocean - Best Software House of f98T 



canlmue to make, market and 
support the Commodore 64/1 28 
machines, laying to rest consistent 
popular rumours to the contrary, 

THE GAMES MACHINE'S Md 
Croucher was (suitably enough 
because of his initials} Master of 
Ceremonies at the Saturday even- 
ing gala dinner and presentation 
of the Newsfietd Award$ for 1987. 
The awards are based on votes 
received from CRASH and 
ZZAP* 64 magazine readers. The 
senior awards went to: Incentive 



Software tor Drrttar (Besl Game - 

CRASH*, US Gold tor California 
Gam&s (Best Game - ZZAP'), but 
Ocean swept the board with votes 
for Best Software House Of I9B7 
from both CRASH and ZZAP 1 
readers. A full list of the awards is 
printed below. 

The conference was regarded 
as succeeding in <ts aims of bnrq- 
ing influential people within th*- 
sure software industry together 
nnd gelling them talking. Further 
conferences are planned. 





4 rare appearance for Tricia Peters of CCS as she takes the CRASH sward for 
best strategy game - Vulcan 



1967 Newsfield Readers' 
Awards 

FOR ZZAP! 44 MAGAZINE 

Best Arc*i*i frMWWltPfl BUBBLE BOBBLE 

Flrrtxrd 

Bn»t Platform Game BUBBLE BOBBLE 

Fire-turd 

Best Advenluf e Gamp GUILD Of THIEVES 

RaiPibir d/Magnstic Scrolls 

Bert Programmer ANDREW BRAVBRDOK 

Ralnbitd 

B«h:i Onto CALIFORNIA GAMES US Gold 

Besl Strategy G,imr RUSSIA SSI 

Best Advert OUT RUN US G ma 

Be*i Saltware House OCEAN 

Best ShHMt^'om-yp WIZBALL Oc*ar> 

@e*( Siiund Effects WIZBALL Oc**n 

Besl Artsd^ Aclvrmi ure LAST UlNJA Active 

rnon/Syalem 3 

Bes! Gmphicn LAST NIN JA Acti vfrilon/Syi - 

tern 3 

Sldta Of The Art Award SHOOT-TM UP 

CONSTRUCTION KIT Outlaw 

Bast Music DELTA ThaL-imuv 

Bt*t Simulation GUN SNIP MicroPro** 



FOR CRASH MAGA2INE 

Besl Game DRILLER IncanHn 

Beil Platform Qamc AU WIEDERSEHEN 

MONTY Grnmlin Graphic* 

Besl Shoot-'em-up ZYNAPS Hawiofv 

Besl Arcade Ad**ntufeHEAD OVER HEELS 

Ot«en 

Bast Simulation GUNSHIP MicroPros* 

Bast 5<njnM Game MAt CHDAY II Ocean 

Be«t Aav^rrlurv Gam* THE PAWN R B inljird/ 

Magnetic Scrolls 

Ba*t Stf ote^y Game VULCAN CCS 

Mo»l ImiigituitivB G;imu DRILLER Imie nil vn 

Best Graphics DRILLER Incentive 

B6%t Muiiij TRANTOH US Gold 

Besl Softwar* H«j*t OCEAN 

Best Utility PROFESSIONAL ADVENTURE 

WRITER Gilf.ijfl 

Besl Peripheral MUTLSFACE Roman|n; 

Rebel 

Besl PBM Gam* ITS A C RIME K JC C^rruja 

Besl Advert GAME OVER Imagine 

P#si Game Paeliegin^ DRSLUE ft Incentive 

Besl Game InJay GAME OVER lirn*ginn 

Most Chailen^-ng Game HEAD OVER 

HEELS Oc**rt 



WORKSHOP BRANCHING OUT 



SWAMP THING was seen drip- 
ping down Oxford street on Satur- 
day March 12 - entertaining the 
crowds who queued up to celebr- 
ate the opening of a new Games 
Workshop retail outlet. People 
began to Jorm an orderly line from 
5.30pm on the Friday evening and 
1 1 grew steadily throughout the 
night. By the time the shop opened 
al 7.00am, there were wail over a 
1 ,000 enthusiastic role-players 
waiting to invade the premises. 
Hundreds of bargains were to be 
had, with games selling for as litlle 
as E 1 .00 each. Many stars from t he 
boardgames made personal 



appearances; Orgs. Dark Elves 
and Space Marines all turned up 

to meet their fans, 
To back their claim thai fantasy 



boardgarnes are increasing in 
popularity, by the time you read 
this Games Workshop will have 
opened yet another shop, this time 



in Southampton. Bargain games. 
celebrities and a £50 prize for the 
best fancy dress are all included to 
encourage a good response from 
the public The address of the new 
shop is 23, East street, South- 
ampton, 



By 7.00am, over a thousand people had queued to be first in the Games Workshop's big new London store 
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THE SKIES THE 

LIMIT 

MICROPROSC. creator of such 

prggr ams as Gunship and Project: 
Stealth Fighter are beginning a 
new programmer recruitment 
drrve throughout Europe 

"The quality of European prog- 
rammers has never been better ,' 
says MicroPros* UK boss 
Stewart Bell, our new initiative is 
recognition of UK and European 
achievements and the huge 
amount of ability there is out 
there/ 

Such is the scale of the recruit- 
ment dnve that bot h American and 
UK divisions of the highly success- 
ful simulations company are 
involved in the search for new tal- 
ent. The recruited programmers 
will work m the USA on products 
for both the UK and European 
markets. 

Meanwhile, Gunsftip, Micro- 
Prose's best- selling AH -64 attack 
helicopter simulator now has Her- 
cules monochrome support for the 
PC. The release is in response to 
requests from PC owners who 
wanted to run MicroProse prod- 



ucts on their Hercules monoc- 
hrome monitors- Changes have 
also been made so that the game 
now supports EGA mode on all 
currently available systems, wpth 
VGA cards along with the inclusion 
of a hard-disk installation and 
hack -up copy creation facility. The 
amended game will be priced at 
£34.95. 

And still further: in West Ger- 
many, MicroProse have over- 
turned the ban placed on their 
submarine simulation Sitent Sar- 
vice. The German censorship 
authorities, the Federal Office tar 
Examination Q i Harmful Publica- 
tions felt that the game fe.Fl under 
the heading of a product which 
was. "morally corrupting and coar* 
sening' (the Germans generally 
ban all wargames under this head' 
ingj, In early 1987, under German 
law, the game was subsequently 
banned and up til now has only 
been available through licensed 
adult shops! The recent lifting of 
the ban could mean that F-15 
Strike Eggfe and GunShtp (cur- 
rently under consideration by the 
German censorship authonties) 
could one day be availabfe to the 
German youth 



HOME COM- 
PUTER LASERS 
ARE HEREI 

MICRO DEAL have stolen the march to be first with an interactive laser 
dish game. It's called Journey info Th& L^r and it is for the Atari ST. 
Sound s goo<P Well let you k now next issue after TH E GAMES MAC H IN E 
has had a go. But there is a drawback - price. 



To buy Journey into The Lair will 

set you back E99.95, and if you do 
not own the cable link to connect 
your computer with a video disk 
player, that will cost you another 
£19.95. And then, of course P you 
need access to a video disk player 
itself, Micradeal say the game wiK 
work oi l Jd four popular machines 
as long as they have interface 
ports: thay are the Hitachi 9550, 

Mtcrodeal's n*w interactive iaaar Qama 



the Magnavo* 8040 and Pioneer 
LD700 and 900 models. 

What you get for your money is 
the game At ah disk, Dragons ' Lax 
PAL video disk and instruction 
manual . And the result is a fully an i- 
mated computer game as in the 
arcades, featuring three skill levels 
as you play Dirk Oaring in his brave 
rescue of Princess Daphine from 
the fierce dragon's clutches. 




SCHNEIDER vs 
AMSTRAD? 



THE LUCRATIVE PC-clone mar- 
ket has resulted in an ironic twist 
to Amstrad"s relationship with to 
former German distributor 
Schneider. While Amstrad 
attempts to establish its own 
cheap PC clones in Germany, 
Schneider has now launched 
some new computers which make 
L innovative technology available at 
unusually lew prices' - or put 
another way: yet more PC clones- 

Currently Schneider is looking 
for British distributors to handle a 
range which begins at £450 for a 
Euro PC with integral 3-5" disk, 
51 2K RAM and monochrome 
monitor. {A colour monitor raises 
the price to £620.) 

The main sales point, besides 



the machines to be built m Ger- 
many - rather than cheap labour 
AsLan countries, 

Amstrad, due to its own difficul- 
ties in the German market, claimed 
to be unworned since Schneider 
was virtually unknown in the UK 
market At the same time, how- 
ever; Dixons have announced that 
they'll now be stocking cheap 
Olivetti PCs alongside Amstrad 
machines - illustrating the 
increasingly crowded nature of 
thFs end of the PC market. 

It could be timely for the end 
user - hi the States PC machines 
have established themselves as 
the biggest sellers by far. Are we 
about to see the pattern repeated 
here in Britain? 



pretty styling, is that hi-tech allows 

Schneider 's Tower PC -a modular concept that allows the usar to add on as 

they wish 
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NEWS BITS 



VICTOR, the Japanese video 

company known here as JVC, has 
announced plans to produce a 
new Super VHS video system in 
Europe, The specifications are not 
complete bui their mam elective 
is to produce a system offering 
400 lines of horizontal resolution 
and providing strikingly high pic- 
lure quality. Additionally the Super 
VHS system is being designe- 
incorporate a common recording 
format which can be appHed 
Ihroughout Europe regardless of 
different lelevi&ion signals, 
whether they be PAL or SECAM. 

The system will oniy run Super 
VHS tapes, which should be avail- 
able in SE-180, 120 and 30 for 
mats with a tape speed running 
2.43cm per second. JVC was 
unable to confirm any European 
release dates to THE GAMES 
MACHINE but they are convinced 
that it would be a quantum leap for 
technology taking the video hard 
ware market by storm > and contri- 
bute to world wide video culture. 
Optimistic company JVC. 

TELEMAP the company which 
rum the comms service Micronet 
is enticing modem owners to mix 
socially in a new entertainment 
service - Hotel California. Hotel 
California offers the user all the 
fOVS (!) of staytnq in an American 



hotet complete with casino, news- 
agents aod a shopping mall (betng 
run by mail-order company Kays: 
Socialising is done in the Cafe 
Society where guests can ■ 
public conversations - bui should 
talk grow more mum ate, 'Confer- 
ence Suites' are availably And if 
problems anse on your stay, the 
Night Porter is there with an a-: I 
line and horoscopes 

Telemap aims the service at the 
Ifl-pJus age group: Though not 
for censorship reasons,' says 
Telemap 1 s David Ro&enbaum 
Hotef California js a variable w 
out subscription to Pre$tel or 
Micronel, requrang a 1200/75 
baud modem, and is accessed by 
dialing 0989 01 0890 , costing 38p 
per minute and 25p per minute off- 
peak. 

In May Gremlin Graphic* 
resident loony programmers are 
jumping out of a plane for charity. 
Well done boys! However, the 
seven -strong team have been per- 
suaded to use parachuted as it 
was felt thai otherwise the darrng 
leap would muck up Gremlin's 
autumn release schedule. Tlie 
chanty m question is the Royal 
Matronal Lifeboat Association 
if you feel like sponsoring the lads r 
send a cheque or postal ordr 
RNLI Parachute Event Gremlin 
G raph ic s, Alpha House, fO 
Carver Street She fflekl $t 4FS 



Computer repairs 

Fixed Super Low Prices! 

Inclusive of parts, labour and VAT 




FIRST AID 
FOR 

TECHNOLOGY 



1 week turnround 
SPECIAL OFFERS 



SPECTPUMS EH inc. f f« Game 

SPECTRUM 12& tlflkfrc. 

C&3 E22 inc. * Frt* &airw 

C12B £29 inc. 

C16 El Bine. 



VIC50, C+4 E22inc. 

ELECTRON *1fl inc. 

AMSTRAD 484 C32 ire. Fr« Game 
SPECTRUM P S. U- saio £1 mc . 

CM P.$.U for sal<? E7D inc. 



Please ertctoae payment mth i iwn - J rThwffi warr^fy on repair 
presse wc-tose atfverf wtfr «pair 

W.T.S. ELECTRONICS (OM) 



M F>nmimi Road. LMlWV bfeUM UT. Ml OSBZ iMJJS Trf«: WMI1 




FEATURING 1 Si M*w J -STRIKING SOON! 



16 - BIT CENTRE 

COMPARE OUR PRICES 

Amiga A500, modulator, mouse, Starglider, Deluxe 
Paint, Goldrunner, Defender of the Crowns, 1 meg 
drive and V? meg memory, workbench disk, Amiga 
extras and basic disk/ manuals - £449 
Amiga 500 (as above), with 1084 colour monitor 
£649 

Mag Cumana Disk Drive, for Amiga or ST £125 
Commodore MPS 1200, printer £180 
Atari SFTM, % meg memory and W meg drive, 
mouse, six public domain disks - £339 
Sega Light Phaser, with free game - £44.95p 
Commodore , business system inc. Amiga A500 
with 1 084 colour monitor. MPS printer, the works with 
combined word processing spread sheet & 
database, PC transformer £799 
Commodore 1084, high resolution, colour monitor 
for Amiga/Atari ST £239 
PLEASE PHONE FOR SOFTWARE PRICES AND 
ANY ITEMS NOT SHOWN 
AH prices include VAT & Postage. Courier extra 
48 Bachelor Gardens, Harrogate 
North Yorkshire HG1 3EE 
TEL: 0423 526322 



Major Career Programming Opportunities 



In-House Opportunities 



Designer Programmer To 838*000 (fl h 

■ 

■ iphic^Music and d * lM 

■ ■ tieni 

■ Kxnrld aide sale 



Senior Programmer*, 

ftwranifiters To £15,090 01 E 

W,. ous level* foi -v 

lIjs -.. work on lh ; tneril ol 

orld wide sale tim i - 
mu-u ai Ynil will I ■ 

= ■ 1 1 1 1 1 > in Z80. 
nr high achievera 



Traanee Programmers^ Design i 1 1, 
Graphic Artist Musicians 
Opportunities exist for the righl peopli to 

with in-hoLia? rlevelupmtni Stall ! .- devel y ■ 
iki] ■ hniquta prioi to appointment in ime 

,.i r| : , lW discipline. Vou will corohme aca- 
demic excel ■ live and efftctiu 
outlook, sow* experience in raw sele 
ipline wmifd I ial " r alternatively an 
. !( .fi ■..,!,. v-.iii wrk or potential 



Sub-Contract Opportunities 

Development Team^ < HE £100,000 

Liaising with in-housi.-. supervision and lupporl 
■ ions hi' original multi-formal entertainroeni 
software produci development fnv world wide ■ 

Designer Prn^ramm* -r^ £25.<MI Ol K 

Liaising \uv -"^ sind support 

functions nn arighta! singji formal r 16 bil i enter- 
tainmenl software product devehpnu-ni for sub 
s^utnt oQnver^ii*n to other format - to woi Id ft ide 

sak 



Senior Designers, Desigiiera, 

Senior Graphu Artiste, Graphic Artiste, 

- -r M uKiri -i n-. M u *ii ians I'u U ■" ." HM i I fl E 
tidurins software ni lb 

■ i our success. We need 
.... 

I- m the developrnenJ ol 
-''rnoTii software products 
ntlv mvi . 



NINTENDO 1JE\TU)PMENT 
OPPORTUNITIES AVAILABLE 

sFL I LHlH'OHT GIVEN 



Format Supervisors 

Thi- ji.nf- highly developed and pn 

skill- m pliinnini: resourcing and managing m* 
..- program developers m 
the develepirienl ol specific inrmm software pro- 
■ wortd iri.de sale Exacting qualitj -lan- 
darcb anil ability to m?eel cernmerdai deadline 
will portani than Bpeeific technical 

knowledge 

TAe rfpr^^ffF^pri of flW pnMbMfa rowiftinari «"irt o«r succnt in ^ inprfel p/arf u ill provide 
i'xn flmt upptirUtnities for challenging tvttrk uml further curw (Uvthpment In CQMt&mtwn 
uiih this vampuign m* hmeprwtmeda Company Opportunity Brochure, If ?'*** l * imld '■**''" ** 
a pari rfow of the most exciting mflaatp deirfapmeni* of the /titan- wmf Ai>ic ywi «ii«W »^« 
u rite or phone for the free brwhure Alternatively writ? or phone with detail* »{ wurexfienencr 
to dale uraJ Eimfri/irmN uwJ «-e iriH /it « limf f'"* " eAot 





Contact Ceorge Yapp, Software Development Manager, 
Software Developmenl Centre. -\nch(ir House, 
\m -hiir Ki>Hri, Aldridge, West Midlands W89 SPW. 
[VI: nWJ 5.W.W Felen 336130 ELITE G FiiK: CI54 1 M4842. 



Elite Systems Limited 



HELP 



INFORMATION 




Robin Hogg presents a page of helpful advice on 
both technical and game matters gleaned from 
our own experience, and that of readers. 



Kicking off this month is Steven 
Tany from Hammersmith in London, 
with with some tips for the Sega 
games Black Beit and Rocky, and 
a question about Sega hardware, 

1 Jo gain infinite lives- on Black Beit 
push the reset button at the 
same time as the demo begins! 
To be the King of the Rrrig in 
Rocky use the fallowing tactics: 
when agnlnfll Apollo, 
concentrate on his head, and to 
beat Lang, keep punching him in 
the stomach. The last opponent, 
Drago, is very tough and Can only 
Da defeated by building up to a 
speed of seven punches per 
second in the punch-ball 
sequence before the fight. Any 
less and he's impossible to 
defeat. 

2 .Will Sega be reteasrng a monitor 
for The Sega system? 

Although there is a stereo monitor 
available in America for the Sega, 
there are no plans as yet to release 
it or any other for the console in the 
UK. In THE GAMES MACHINE we 
link up our Sega to a monitor with 
RGB/TTL input. 

James Savage of Cirencester, 
Gloucestershire has some 

questions to put to the Information 
Desk concerning Commodore^ 
16-bit machine the Amiga 

1 Is Wtzbatt from Ocean and 
Barbarian - The Ultimate Warner 
from Palace Software corning 
out for the Amiga? 

Both Wizbatt and Barbarian 
I complete with Maria Whittaker 
poster) should be out for the Amiga 
by the time you read this James, 
priced at £24.95 and El 9,99 
respectively. 

2Js it possible to convert an Atari 
Trakbali into an Amiga mouse 
'emulator 1 ? 

It is technically possible, but you 
probably need detailed circuit 
plans of both the Irak Ball and the 
Amiga mouse to manually 
reconfigure the TrakSall 

connections. An alternative 
method would be to amend the 
mouse handling software but a? 
this is buried deep within the 
Amiga's operating system this 
would be very difficult to say the 
least {if not downright impossible). 



Commodore can be contacted on 
0628- 770088. 

Proud MSX owner Russell Gosling 
of Hinckley, Leicster shire is 
enquiring about the Toshiba HX-22 
and Konami cartridge software. 

t.l have heard rumours from 
various people that the Toshiba 
HX-22 is not an MSX II machine, 
is this true? 

I'm afraid so Russell, the only MSX 
II machines available in the UK 
(legally that is) are in the Phillips and 
Sony ranges. Here at THE GAMES 
MACHINE we use a Sony Hit Bit 
machine, F- 1 Spirit and US AS being 
reviewed in this issue on said 
machine. 

2. Does Nemesis It and 
Salamander from Konami work 
onthe64KMSXs? 

According to Konami, you 
shouldn't have any problems with 
running the two games on a 64K 
machine. Since all the necessary 
software >s held on the cartridge, all 
that's required of the MSX machine 
is an operating system to load the 
game in. 

R Smith of Wakefield, West 
Yorkshire is very much interested 
in GOING OVERBOARD, the regular 
boardgame 5 section in THE 
GAMES MACHINE and is a talented 
person judging by the question he 
posed to the Information Desk, 



i.l have invented a bQardgsmg 
which I thrnk is worth producing. 
I may want to sell it but I dorft 
know who to approach. Can you 
help? 

Paradigm Games, the producers of 
the best-selling boardgame 
September are always interested in 
new games and original ideas, and 
you can contact them at Paradigm 
Games Limited, 2 Bradbrook 
Hou$g r Studio Place, KInnerton 
Street London SW1 or telephone 
them on 01 -235-621 7. Waddingtons 
Games are another big name in the 
board game field and you can give 
them a call on 0532 -826 195 or write 
to them at Waddingtons Games 
Ltd, Castle Gale, Outton, Leeds, 
LS263HG. 

Kingsley Fleming from County 
Cork, Ireland is interested in buying 
an arcade machine; namely the 
classic coin-op Nemesis. 



I would like to 
know more 

about the Nin- 
tendo sys- 
tem . . . 



I have invented 
a boardgame 

but I don't 
know who to 

approach. 



Is it possible to 

convert an 

Atari Trakball 

Into an Amiga 

mouse 

'emulator 1 ? 



1. Could you give me some 
information on how I should go 
about getting a machine. 

Welf Kingsley, you would probably 
expect to pay over £1,000 for the 
complete set, including cabinet and 
PCB kit. If the price tag doesn't put 
you off then why not contact 
distributors Deith Leisure Pic at 127 
Wandsworth High Street, London, 
SW1B 4JB f01 -&70-5224) for more 
information. Konami are releasing 
a Nintendo version of Nemesis 
under the title of Gradius, which 
looks truly excellent, so it may be 
worth contacting them if your 
budget doesn't quite stretch to a 
full blown arcade machine. Contact 
Konami through the Konami 
Software Club, Bank Building, Bank 
Street, Newton Abbot, Devon, TQ12 

ST owner Philip Shore of HitcNn 
in Hertfordshire is having problems 
with his Okidata Microline 83A 
printer* 

1 .Do I need any special software 
tor un the printer? 

Text files and documents of data 
can be printed without the need for 
special software Philip, so you 
shouldn't have any problems with 
running the printer through 
programs such as Ftrzt Word, 
Caitigrapher and Fleet Street 
Editor, 

2. Will l be able to do graphics and 
scre^ndumps on ihe SI 7 

As far as we know, block graphics 
and normal text characters are the 
only graphics which are supported 
on the S3A. For a test of the printer's 
screen dump capabilities, try the 
trusted manual method of holding 
down the Alternate key and 
pressing Mel p. Generally though, 
the results aren't too good if you're 
trying to produce screen dumps on 
printers incapable of supporting 
high-resolution graphics. 

3. There is a printer driver on Degas 
Bite for the Micrghne 84, can J 
use this on the 83A? 

It is possible to adapt the 84 driver 
to suit the 83A but the graphics 
handling code within the driver 
would need extensive reworking, 
something best left alone unless 
you know what you're doing 

That's It for this month's edition of 
the Information Desk, If you've got 
anything to ask about the world of 
computers and electronic 

entertainment, tips on the latest 
games or solutions to reader 
problems, write to INFORMATION 
OE5K, THE GAMES MACHINE. 
PO Box f 0j Ludlow, Shropshire, 
SYS 1DB Online readers can of 
course MSX us by using gur l-D 
(TGM). 
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THE FORCE GO 



WITH YOU! 

You'll need it! ! The reflexes and powers of a mere mortal will not be enough if 
you accept the challenge of these four chart topping arcade conversions, together for the first time in one package. 



GAUNTLET" 

& THE DEEPER 
DUNGEONS MAPS. 
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A C4VC hit. They %M "Great graphics, 
good sound, perfect payability- what 
more could you ask forF'Thu bust idling 
game of fW-i UK Mo- 1 and the Gallup 
charts for 4ft weeks. 
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ROAD RUNNER"" 

A C & VC game of the mm 1 h "One 

of the best conversions I have 

ewer played* "A UK Mo, 1 and in 

the Gallup charts fof tt weeks. 

- 
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INDIANA JONES* 

ST User said "d cracking arcade 
game, good sound and 
graphic* combined with lot of 
action". A UK No. 1 and in the 
Gallup charts 18 wut^kv 



FOUR INCREDIBLE 



&£& 



■^ 



METRO CROSS" 

Crash Magazine said "A§ Coin-op 

conversions go this is a real winner". 

A UK smash Ml. 
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CBM 64/128 Cassette £9.99 Disk £14.99 Amstrad Cassette £9.99 Disk £19.99 
Spectrum 48/128K cassette £9.99 Atari ST Disk £24.99 

U.S. Gold Lid., Units 2/3 Holfoid Way, Hertford, Birmingham Bfi 7 AX. Teh 021 356 33&B. 
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VicKry House Leicester PLicc London WC2 7NB 



You can obtain your copy of PAC-LAND dirt-t t from Grand Slam Entertainments - Post and packaging FREE!!! 

Write now or send with a cheque or postal order made payable to Grand Slam Entertainments Ltd. 
B & L Distribution, Units 1 & 2, Cordon Development, Water Lane, Darwen, Lanes. BB3 2ET. 
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Town 



or Phone: 01-439 0666 - our Credit Card Hotttue 



PREVIEWS 




Southampton may conjure up Images of 
Tall Ships, old sea dogs and episodes of 
Howard's Way, but delve a bit further, in the 
general direction of Terminus Terrace, and 
you will find SOFTWARE STUDIOS, the 
Activision group's development 
headquarters. Richard Eddy, complete with 
deck-shoes, reports, 

SOFTWARE STUDIOS are not the only studios to be 
found in Terminus Terrace; next door is situated BBC 
South 1 s studios. And , true to my appalling sense of 
direction, I managed to make a BBC commisionaire very 
bewildered as he struggled to offer me ordinary studios, 
but not ones with any software. But to the BBC's left, 
about 100 yards, sits the reai Software Studios office, 
equipped with nearly every piece of hardware imaginable. 




SO this is Software Studios. 
'Yes. the central hub on the 
wheel of development 
controir proudly states H#ll 
J»ck»ort, one of the 
Studios's producers. 
Software Studios, born in the old 
Electric Dreams offices, takes care 
of development , both technical 
and creative, for Activision end 
its associated labels. Although 
most product is written out-of- 
house. the Southampton office is 
a piace where the programmers 
can come for back-up facilities 
and advice, 

Software Studios is, 
additionally, the product testing 
base for Activision games. All 
games are subjected to rigorous 
pfaytesting* not onJy to ensure that 
the required features and effects 
have been included, but also to 
check rf any refinements can be 
made. 

The coin-op conversion 
Karnov is currently doing the 
keyboard rounds at the moment - 
and everyone is pleased with it, 
Andy Psrclvftl, liaison officer 
between the Studios and 
Acti vi si on' 5 Hampstead head 
office, has this to say on the 
subject on the infamous 
firebreathing Russian: "Kamov is, 
we imagine, the pinnacle of 
Spectrum conversions. The sort of 
game that makes it tempting to 
say, " Right, we've done it - the 
perfect Spectrum conversion why 
bother to do any more?\ but we 
don't want to work to that attitude. 
Now we know a product like 
Kamov can be achieved, who 
knows what else is possi We? ' 

MAJOR LICENCES 

Three more coin -op licences are 
to come from the Studios before 
1988 draws to a dose Targetted 
for later in the yean Afterburner 
is the major licence. An upright 
arcade machine is already 
installed and the development 



team has been throwing ideas 
around, Andy P»rci™l again: 
We decided to scrap some 
elements of Afterburner straight 
away. We studied the machine 
and decided what we liked best 
about ft It was, obviously, the 
speed and exhilaration. To capture 
that on a home micro - it's planned 
for release on Spectrum, 
Commodore 64/128, Amstrad, 
Atari ST and Amiga - the game is 
goring to iose a lot of graphic detail, 
especially on the ground. 

'We also looked at what Sega 
had done in converting it for the 
Master System - rl was 
unimpressive. How could they 
leave out the speed variation and, 
of ail things, the afterburner 
control itself? We are aiming to do 
a lot better." 

Afterburner is planned for a 
Christmas refease. 

Acti vision's other licence is H- 
Type the smash hit scrolling 



The prnbail simulation Time Scanner /s Software Studios'* naantst coin-op 
conversion to completion - ComniadGrG fr* fl£fW#n 



shoot- 'em-up that swallows 
1 pences quicker than the Royal 
Mint can make them. The graphics 
are under development at the 
moment, mainly on the Atari ST. 
Their redrawing from the arcade 
original is the task Of Mark Jones 
author of Rainbird'S ST Art 
Studio; and in some cases he is 
making them look better than on 
the coin-op. 

Nearest completion is Sega's 
Time Scanner If you haven't 
played the game in the arcades, 
Time Sc&nn&r is a pinbaJI 
simulation, spread over four levels 
each with a different theme 
including ruins and a volcano 
scene. Currently, playf esters are 
determining whether the ball 
movement is accurate enough - 
the conversion looks good, but 
they want it to be perfect. 



OH 16-BIT 

In the 16-bit area, Activision has 
tied up MfcrolLluBiont. an 

American software house already 
well known for its excellent role- 
playing epic Fmmrim IW», which 
Activision is releasing at a more 
affordable price than the original. 
Dave Gumming*, Chief 
Playtester at the Studios, is 
currently wading through that one. 
" It's huge," he says in 
exasperation. j i played all through 
the night once and only covered a 
small part of the map,' 

Firm Power, another from 
Microlllusions, may remind you of 
SNK's coin-op Tank. The game 
places the player in control of a 
armoured tank breaking into 
enemy territory. Fire Power offers 
three choices of play - player- v- 



Mont affordable than tfw ongmai, Micromusiom's Faerie T>lo is an excellent RFQ - Amiga screen 
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computer, player-v-player or two 
players connected through a 
modem, The view is from 
overhead with multi-directional 
scrolling, Complete with digitised 



through > represents an immense 
task for Software Studio* 

And what about the future? Nell 
Jackaon has a few bright 
ideas . . . "We'll be concentrating 




On the Amrg* Fire Power fe an efficient ptester 



expiosions, it all adds up to an 
efficient blaster. Fire Power i$ 
available first tor the Amiga, and 
other versions are planned. 

Meanwhile for the Atari ST, and 
later For the PC, Jkrchipmtmgv an 
adventure game which may, when 
completed, be capable of 
displaying up to 20,000; locations 
each wrth rts own graph icaJ 
representation. Such a game, 
which must be playtested light 



on creative polish - with the 
possibilities that 16- bit machines 
offer, we are going to try and make 
each game like a film release, 
pushing up the corporate image of 
Acti vision and Eleclnc Dreams 
with title sequences and effective 
packaging/ 

THE GAMES MACHINE wiN 
keep you up to date with Software 
Studios' s creative polishing over 
the forthcoming months. 




Op to 20,000 locations kt m# graphic advmnture Archipelago on the Atari ST 
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SEASONAL 
GAMES FROM 
EPYX 

The American software house Epy* has long enjoyed a 
reputation for quality sporting compendia combining 
stunning graphics, high presentation levels and game play 
surpassing almost any other sporting simulations (though 
some may wish to argue over Match Day 2'^ excellent 
design)- 



So it should delight Sporting 
fans to hear that their sixth 
compendium: Ttw Games 
- Winter Edition, nudged 

inevitably by recent events 
at the Winter Olympics he<d in 
Canada, is due for release shortly. 

A Com m adore 64/ 1 29 version has 
been completed, written by a 20- 
strong team, and is currently 
selling in the States, but because 
of the licence deal which gives US 



some events or just one. 
Alternatively a practice run can be 
undertaken. 

We kick off with The Luge A 
Luge is Similar to a toboggan, but 
designed to be the utmost in 
aerody n antic efficiency - it has no 
side panels, making the race 
incredibly fast and equally 
dangerous. The objective is to belt 
around courses of up to 100D 
metres in length achieving the 




The otfefly named Luge ftnewn The Games - Winter Edition 



Gold European marketing and 
distribution rights, we in the UK will 
have to wait until Summer proper 
when Spectrum, Amstrad CFC 
and MSX II versions are ready- 
Roger Swindell*, Epyx's 
European Product Manager 
informed us: Sentient 
Software who converted Winter 
Games, are working on the other 
formats which will not only be 
released in the UK but in 16 
additional countnes with 
translated versions for release in 
France, Germany and Spain. 

Tve already seen some early 
versions, ! he went on. ' and they're 
looking good -the Spectrum is 
obviously going to be the hardest 
to convert, not only because of the 
machine's graphical limitations, 
but also because sound plays 
Such an important part in the 
games," 

The Games - Winter Edition 
features seven new sporting 
g vents. As with past Epyx sporting 
games there are excel lent opening 
titles, complete wrth Opening 
Ceremony and options allowing 
players to compete in all events. 



fastest speed possible by angling 
your body corresponding to the 
angle of the track's curved sides. 
Displayed from almost overhead. 
screens flick from one segment of 
the course to another. 

The other si*: events are split into 
two sections: two skating and four 
skiing events. Figure cketlng is 
an unusual event; the screen 
shows the silhouetted figure of a 
skater ready and waiting for the 
player to select music to dance to. 
As the music plays the contestant 
choreographs the dance by 
pointing to icons, representing 
drfferent movements. Having 
decided upon a dance routine it's 
time to show it to the judges. Hbtq 
you have to remember your 
preehoreographed dance and 
execute as it was planned. 

In tpeed eketing all 
competitors race on four tracks, 
battling it out to achieve the fastest 
time. Quite simply, ft is a waggle 
event, thrusting the joystick left 
and right to increase momentum. 

The four skiing events are 
downhill, ilalom ski Jump and 
crosscountry In the downhill, 
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as waO as achieving a fast speed, 
tncks can be performed. Much of 
the race is displayed in first- 
person perspective, looking down 
at ihke track in front, but as soon as 
you: come into view on ens of the 
cameras, I he display changes to a 
side view - this is where the skier 
can do flips and twirls and other 
fancy moves to boost the score. 



the beautifully drawn countryside 
of Canada To progress along the 
courses - there are four - the 
joystick is moved left and right in a 
rhythmical fashion. The screens 
displays a two-player race 
simultaneously and the one to 
finish first is the winner 

As with past Epyx Games series 
there are award ceremonies and 




Attractive display in Epyv's spiit-screen cross country event 



The slalom is straightforward -the 
winner is the player to compiete 
the course in the Quickest time, 

Ski jumping requires 
concentration and timing rather 
than speed for a player to do well 
At strategic points on the run and 
in flight the joystick is moved to 
control the skier's angle and 
position - one for the practice 
mode! Finally, in the crosscountry 
event, the competitor traverses 



plenty of humour to spice up the 
gruelling action. The obvious 
question is: are we going to see 
The Games - Summer Edition?? 
'Well,' mutters a rather 
noncommital Swindells, the 
American side are definitely 
thinking about it, but it's so early 
yet the events to be included 
haven't been decided upon, so 
don't expect to s#e anything 
before the end of the year at least. ' 



DRILLING AGAIN 

Two major Spring releases are on their way from 
Incentive. The first is Dark Side, sequel to Driller, and 
featuring once again the highly effective solid 3-D graphic 
routine FREESCAPE written and designed by Major 
Developments 

he game is set some 200 years after the Drifter quest. The Ketars, 
exiled from their home planet of Evath, are planning revenge. On 
the dark side of their banishment planet Tricuspid, they have 
constructed the ultimate weapon, Zephyr One, and have aimed it 
directly ai Evath, programmed to destroy the planet on impact. 
The objective of Dark Sid& is to prevent the Ketars detonating Zephyr 
One. but, like Pr/fler. the game also incorporates several sub-plots and 
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mini-quests. Dark S/deis planned for release in May on Spectrum, 
Commodore 64/1 26and Amstrad CPC at E9.95 on cassette. £1 4.35 for 
Spectrum h- 3 and Amstrad disk, and E1 2.95 for Commodore 64/1 28 

disk. 




7T» second FREESCAPE etiventur* starts on tha Amstrad - Dark Side 

The second release is an upgrade of incentive's acclaimed Graphic 
Adventure C»*tor(GAG), soon to be released for Atari ST. The much- 
improved version Is called 9T Adventure Creator- or STAC - end 

Incentive claims it to be far more powerful and flexible ttran its 
predecessor 




Two pictures from one of $TAC'£ example adventures which show what cart 
be done with taten t imagination arid ST Adventure Creator. These were dorm 
by David Wyatt, an artist new to computers. Digitised from his original 
paintings, they were imported from Neochrome. 

Having entered trie relevant data describing locations, objects, 

defining messages and instructions for the whole control of the game, 
you can create an ordinary text -adventure, However. STAC has a 
graphics editor allowing the user to create as many full -colour pictures 
as the game can handle. Degas or H&ochrome ' slides 1 can be 
imported into STAC and stored in a compressed format. 

STAC itself takes up roughly 1 00K of a disk leaving the user a minimum 
of 300K to piay with. Additionally, STAC comes with a disk containing 
several character fonts, a test adventure file, graphic demos and a free 
2O0K adventure. 

Priced at C39-95, STAC goes on general retease m April. 
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Strange brews are almost the 
name of the computer 
game, but it you want to talk 
odd, how about thi-s one: 
design a game licensed from 
World a Of Won der s i wmr Tag 
when the toy's manufacturer 
insists that the computerised 
version must be strictly non- 
violent and involve no injuries, let 
alone death. 




Go! have tackled the problem 
and are set to release Lazwr Tag 
any time now, They got around the 
problem by simply substituting the 
word 'tag for death ' or "injury 1 . 
The game is Commando 
orientated, insomuch as a 
landscape, suitably equipped with 
hiding places, scrolls vertically 
downwards. As in the physical 
game P the object is to tag all other 
contestants before they tag you. 
The real-life Lazer Tag is currently 
one of the most popular 1 crazes in 
the States, so much so that special 
arenas have been buiH to 
accomodate battles. We covered 
the system and how it all works in 
TGM001 . Next month the 
computer game will be reviewed 
and a select group of GAMES 
MACHINISTS will be given the 
chance to compete in a battle 
arena. Details are currently under 
negotiation with Go! and Mattel, 
Lazer Tag's UK distributors -don't 
miss TGM007 for further news. 

Go!"s £1 3 million deaf with 
arcade producers Captain 
spawns yet another conversion in 
May - Strm+t Fighter. Fighting 
your way through five levels, each 
set m different locations around 
the world, Street Fighters best 
descnbed as a mixture of Fist N 
and Fighting Warrior. On the 
Spectrum the game is being 
converted by John Prince of 
Tiertec who has to his credit the 
excellent Spectrum version of 
Atari's 72Q- 



to climb the four towers defeating 
the Ogre King's minions along the 

way and rebuild Merlin's wand. 
which has been broken into four 
and one piece given to each witch 
to guard. 

The screen displays a cross- 
section view of the tower, scrolling 
vertically, with Mickey climbing up 
and down ladders. A Disneyesqe 
feel for the characters is captured 
well m the graphics and there's 
Eypical Disney musfc to 
accompany the gameplay. 
Occasionally doors are to be 
found within the towers" walls, and 
behind each lies one of four bonus 
games ranging from an upside 
down version of Space fnvadersto 
a Pipeline variant. It's all 
scheduled to appear on 
Spectrum, Commodore 64/128, 
Am s trad CPC and Atari ST in 
May. 

Naturally, the cuteness that 
smugly sits with Mickey Mouse 
may not appeal to R&al MEN who 
prefer a bit of violence and ten 
pints of 1W0, For hunks, then, 
Gremlin have the ideal product- 
Hercules, master of muscles and 



MICE' N MONSTERS 

Downstairs, betow Gof's offices, 
is Gremlin Graphics s 

Birmingham programming base. It 
is here that the programming of 
Mickey Mouse Gremlin's 
second Disney licence, is currently 
under way. Trie action is sat in 
Disney castle where four wicked 
witches, under orders from the 
Ogre King, are doing their worst to 
create havoc throughout the 
Magic Kingdom. Mickey's quest is 




Harcutas 

all-round Aegean tough guy. 
Taken from Greek mythological 
stones. Hercules, under a curse 
from his goddess mother Hera, 
has slaughtered his children. After 
pleading for forgiveness, the gods 
decide to release him from the 
curse as long as he performs 
(literally) herculean tasks, 
Hercules is sent to the king of 
Argos who sets him 1 2 tasks to 
complete- With a bit of help from 
the player, Hercules battles with 
minotaurs and other beasts, 
Hercules will be flat packed and 
ready to go { . . . its so easy . . . ) 
at the end of April. 

GLIDING BACK 

Ralnblrd s Stargtider proved to 

be one of the biggest sellers of last 
year with its stylised 3-D wireframe 
graphics routines. And if it's worth 
doing once, it's worth doing again. 
St&rglider it is on Us way, 
programmed by Argon tut 
Software, who also wrote the 
original. 

The major noticable 
improvement is thefilled-in 3-D 
graphics, but gameplay goes 
much deeper than the advanced 
shoot- 'em-up action of StargtidBf. 
Tfie story, told fully in a novella, 
involves the original games 




Vermin ator. we cdme, we Saw, w& kicked tts prpbp5C*5-' Atari STsvmmrr 



heroes, Jaysan and Katra, in a 
cosmic battle fought against their 
long time enemies, the Egrons, 
who plan to destroy Jaysan and 
Katra' s home planet of Novenia 
with the use of a beam projector. 

The course is set for Mira, an 
Egron-dominated planet, and the 
luck of the gods is not quite with 
you - for a start incoming ships 
can only enter unarmed. Entering 
unarmed into enemy territory is not 
an easily contemplated 
manoeuvre r but then, neither is 
confronting the Hallucitron 
projector - a device which throws 
images of hideous creatures on 
your view screen, making your 
course yet more hazardous. 

You are faced with contending 
against some &Q characters^ 
including space whales, slithering 
pac-worms and graceful but 
deadly manta rays; but the main 
battles are fought against 
notorious starglidercraft. The 
sequel is, claim Rainbird. one of 
the most complex programs ever 
written . . . 

Earth Light is a title which has 
been bandied about the industry 
for a while - it's the name of Pete 
Cooke s {Tau Cett, Micronavt 
One] latest game and FlrabM 
have signed up the rights to 
release it. On the moon a peculiar 
alien creature, that goes by the 
name of Sfaatn, is stranded - his 
only hope of escape back to his 
home planet is by destroying force 
field generators and combatting 
an army of security droids that 
roam the crater-ridden moon 
surface trying to Keep the force 
fields in operation. 

Pete's previous games have all 
contained innovative features in 
them - with Earth Light he has 
designed a graphics routine that 
creates incredible shadowing 
effects on the scrolling moon 
surface, changing as the Earth, 
streaming with light, revolves 
around the sun. Earth Light is 
planned for release \n June .initially 
for the Spectrum. 

In May Rainbird plan to release 
a graphical shoot- em -up 
extravaganza on the Atari ST, to 
be followed by the Amiga 
Verminator is the game: it's set 



within an decaying oak tree riddled 
with vermin. Vermmatons the star 
and a mercenary one at that - for 
every creature he exterminates 
cash is earned. Extra equipment 
can then be purchased to take him 
through the entire 250 locations. 
Cash can be accumulated in 
banks or a casino, or even 
borrowed from loan sharks if he's 
desperate. Rich with colour and a 
fair bit of humour, Vermtnator is 
programmed by Chrf* Hinsley 
with graphics from Nigel 
Brown John authors of the 
Advanced ST Art Studio. 



WASTE NOT . . . 

Mew software house Exocst are 

making their debut very soon with 
Foundmtlon'* Wmmtm - a shoot - 

'em-up on the Atari ST. The 
Federation, a militaristic governing 
force, has captured you, a rebel, 
trying to escape for the seventh 
time. The next time plans will have 
to be laid. The game is the next 
time - armed with information 
from Federation records and a 
stolen ship, the objective is to blast 
through defence systems and 
destroy as much of the Federation 
planet as possible. Shields, side- 
shooters and extra lives are gained 
along the way. Full review next 
month. 

Strip Poker tt goes all the way 
-right down to the bits which 
makes the Amiga and Atari ST 
blush. Anco is set to release this 
outrage of extensive sexism next 
month. But how sexist is it - 
exploiting the femaie gender 
again? Anco's Karen Graham 
explains: We're bound to have 
some complaints, but we expect 
that. And it's not only female 
strippers, we're currently digitising 
some male strippers for release 
later in the year 1 . Trt for tat then, 
You won't find Strip Poker ft in 
WH Smith shops, however, the 
chain store has refused to stock i?t. 
But interest is riding high says 
Anco - they've already been 
flooded with orders. However, we 
mustn't forget the poker element 
must we? Find out in the full review 
next month, 
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The first nan- violent shoot- T em-vp: Lazer Tag tram Gaf — Commodora 64 
screen 
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Typ*:C 
No. of Attacks:-? 
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£p#c ial At tack : 

Special Defense 
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Lorictels's Championship Ski 



77*e eponymous Dwey™denf, Mickey Mouse -above on the Atari ST 



Tha pros antf cons of being a 
Minotaur as described by SSt's 
Advanced DAD game, Heroes Of 
The Lance - Amiga screen 



to -^_ W^ 




Pogo hops back into acfton on the 
Amstrad mth Nebulus one of the 
many Hewson rmtmaama to come 



Launching Exocet is Foundation's 
Wdste r first out for the the Atari ST 




f| CO ^3 ~ | GS 



A Clever n#w US* of horizon gives Loriciels 's Che m pionshtp Ski on the 4m 5 (rad 
a fra^gftfened foaling ofraality 

Side Kick scales one of the G9 T thousand million possible scraens in Action 
Force IF on the Spectrum 
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Attacking the opponent in Gal's 
Street Fignter - Sp&etrum screen 



Revesting fun from Anco's girite 
verston of Strip Poker II (that's for 
boys, the hoysie version for gifis 
comes later} - Amiga screen 
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A KALEIDOSCOPE OF. 

PSYCHOLOGICAL WA 

The life forms of itiree previous government 
have been captured by the dreaded' Dream Demon. 
He now ha* the vital information to formulate his evil 
plans. Overcome the Two Headed Monster, thtr 

I Demi -Demo os and the 1 final confrontation with the 
Dream Demon himself and then only you, the DREAM 
WARRIOR, tan save The world, 

"Tr*-j Combining strategy and depth of samepiaywi 
[/ / fast action, DREAM WARRIOR is beyond yoi 
/ / wildest dreams „ ■ — 

/ I Because your wildest dreams will became j 
! I NIGHTMARE ..., 
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Tape Disk 

CBM 64128 £9.99 £11.99 
Spectrum £8.99 

Amstrad £9.99 £14.99 

IBM PC £19.99 

US. Cold Lid.. Unils 2 J Hulford Way, 
HoJford, Birmingham Sfi 7AX. Trf: 1021) 33C 338B 



The trilogy 




Interactive fiction 
from f OVSPI Q 



hree of Level 9's most acclaimed adven- 
tures - Lords of Time, Red Moon and The 
Price of Magik - come together in one 
package. Each has been enhanced and enlarged 
with more text than ever before - 60,000 mind* 
expanding words creating magik and mystery 
round every corner. There's a powerful new 
parser, and most disc versions include stunning 
digitised pictures that help to dramatically 
heighten the atmosphere. 

What the press have said: 

LORDS OF TIME: "Destined to become a classic" - 
Computing with the Amstrad* 

RED MOON; Best Graphical Adventure or Best 
Adventure of the Ye&r-Ziap 64, Crash, Amtix, C&VG, 
CO* and Amstrad Computer User. 

THE PRICE OF MAGIK: "Another superb adventure . . . 

their best yet" — Commodore User Also a Crash 
Smash. 

L SOFT\A^RE V 

Europa House, Adlington Park, 
Adlington, Macclesfield SKID 4NP 

ENQUIRIES: 0625 B7B888 ORDER HOTLINE; 0625 879920 
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S£f#+ti f tors from 
Atiri ST vtrvtm 



Spectrum {cassette) Plus 3 (disc} 
Commpdore 54 (cassette or disc) 
Am sir ad CPC (cassette or disc) 
Atari XUXE (cassette or disc) 
Amsirad PCW i disci 
Apple II (disci _. _ , 

£14.95 



Atari ST 

Commodore Amiga 
Macintosh 
Amstrad PC, IBM PC 

and compatibles 

£19.95 



Available from all good stockists or order cfrrett by sending a 
cheque or postal order made payable to Mandarin, together with 
your name and address Price includes P&P Access-Visa owners 
Phone our hotline or send your card number with your order. 



OPINION 



WEE 

We take it for granted that software 
personalities spring fully-made into the public 
glare of limelight, but Mel Croucher knows 
better ■ . . 

he recent Computer Arena 88 (for more details see item in 
T news, page 9) proved to me yet again that not only is 
everyone involved with the software industry a complete 
loony, but that they are also extremely likeable people; if I 
had tried to invent this months little investigation, I doubt if I 
could have come up with a stranger collection of true 
confessions. So here they are folks, the little seedlings from 
which the flowers of British computing grew, the spontaneous 
answers to my simple question: ' Hello darling, tell me about 
your first wee jobbie'. 




PAULINE GARSDEN 

Leather Goddess of 
Infogrames 

MEL: Hello Darling, tell me about your 
first wee jobbi*©- 

PAUUNE; The first time, eh? You 
raver forget your first time, do you 
Mel Yes, I used to pack groceries in 
my father's shop, 

MEL: So did Margaret Thatcher. How 
Old were you 7 

PAULINE: Three! And you're right, I 
went on to a major position serving 
the Conservative Club. 
MEL: What doing? 

PAULINE: When I was 15 i was their 
alcohol dispensary executive. 
MEL: You mean you were an illegally 
employed, underaged barmaid. 
PAULINE: Spot on But my first full- 
time job was as a secretary in the 
textile business, f suppose that's a 
form of software, In fact I Spent quite 
a lot of time m the rag trade. I can still 
measure you for a suit just by looking 
at you 

MEL: I dare you. 

PAULINE, Thirty-one and a half inside 
teg, and you dress on the left. 
MEL I am humbled at your skill, and 
must close this interview in not a little 
confusion. 

STEPHEN HALL 

Grand Slam Supremo 

MEL; Hello Darling, teM me about your 
torsi wee jobbie, I mean before you 
were so impressed you bought the 
company. 

STEPHEN; I worked at Harrods, 
MEL: Yes, lhat'5 vary impressive, 
STEPHEN: Yeah, my job was to stick 
down the envelopes . I Lasted half a 
day: ran out of spi-l' Then I became an 
office boy. 

MEL: Not a very glamorous 
beginning, if 3 may say so, 
STEPHEN: Well that's where you're 
wrong, mate. You see, I was office boy 
to Lord Lew Grade. That was in 1 968. 
after I graduated from business 
school. Not glamorous* You're joking. 
Those were the days of Danger Man, 
The Saint when ATV was at is height. 



the most successful slice of 

entertainment industry, 

MEL: So Lew Greed taught you all you 

know. 

STEPHEN: Wrong agam He 

shattered all by business illusions 

overnight He turned round and told 

me I was aschmuck. 

MEL: I could have told you that 

STEPHEN: I cant decide whether to 

invite you to lunch or get my lawyer to 

pay you a visit Yeah, it was an 

amazing time and place to start out 

my working life, we were involved with 

the Palladium, Dairy Lane, the great 

Bowling Alley Boom, oh yes, and I wes 

invoked when the group purchased 

an outfit called Lenmao, Do you know 

who they were? 

MEL: Tell me, Stephen. 

STEPHEN: Oh, I thought you might 

have heard of them, John Lennon and 

Paul McCartney. Software? To me it's 

all pan of the same thing, software is 

simply another extension of the 

entertainment business that I've 

grown up with. It's all showbiz. 

He ww so impf#&3*d with the company, he bought It- Stephen Hail 





A fascinating background in rubber inflatable^ - LoritiWa AHfcW Penny 

NIKKI PENNY 

Thrusting Figurehead of 
Loriciel 



MEL: He«o Darling, thank you for not 

taking me to court over this month's 

Mercy Dash, and tell me about your 

first wee jobbie, 

NIKKI: Are you ready for this? Okay, 

here goes. Deep breath and tell all: I 

used to be employed by a well known 

manufacturer of rubber goods, and 

prior to that I was deeply into 

promotional inflatables. known as 

Windy Balloons' 

MEL: entire paragraph removed on grounds 

erf self indulgence, bad spelling and even 

worse taste, (The Editor? 

NIKKI; No, they were bagger than that 

25-foot long blimps, rubber dirigibles 

MEL: Buddyeii 1 Did you model for 

them, or simply blow into them to 

achieve the necessary inflation? 

NIKKI: My function was as the 

designer, and I rJWn't have to wrap my 

tips around them. We just shoved a 

vacuum cleaner up them and threw it 

into reverse, 

MEL: Well, I suppose that was yet 

another kind of software- Te4l me 

something, were you trained for all 

this^ 

NIKKI: Yes, in visual communications 

at Wolverhampton Poly, I also had a 

post-grad in marketing. 

MELl Has your fascinating 

experience in rubber inflatable^ got 

anything to do with the artwork tor 

NlKKh Oh yes. But you can only see 
a very small section ot nipple 
MEL: Nipple. Quite so. You also did a 
Spot of ieacrung. I believe. 
NIKKI: That's right. Six months. 
Teaching programmes for ex- 
offenders, youth custody, but mainly 
for junior school- I'm sorry to say that 
I had no patience with sticky-fingered 
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little boys who wanted to s<t on my 

knee- 

MEL: Sorry, I'M get Off. By the wey F 

what's that perfume you're wearing? 

NIKKI: Ptsantst spelled with a ¥ 

Never a penny lass after a Penny Mere - 
oanonatre Dominic Wheatiey 




DOMINIC WHEATLEY 

The baritone half of Domark 

MEL: Hello Darting, tell me about your 

first wee jobbie. 

DOMINIC: My first honest penny P 

dear boy? Passing round the 

champers in a French chateau for 

Most & Chandon, Dreadfully hard 

work, of course, all thai Dam Pengnon 

and caviar, entertaining visiting 

Japanese and Americans, I often 

wondered how I could ever keep it up, 

once l r d got used to the good kfa r 

don 1 ! you know. 

MEL: How terrible, that must have 

been extremely difficult work. But 

have you ever had any really hard 

times? 

DOMINIC: When I was in the army. 

MEL: Which regiment? 

DOMINIC: The Irish Guards, 

marching up an down outside 

Buckingham Palace in a tunny hat, 

you get the picture? Dropping in tor a 

brte of lunch with the Royals. 

MEL: Yes, I suppose that could be 

hard work. 

DOMINIC: No, thai wasn't the hard 

bit. The hard bit was carrying an 

Armaitte rifle through the jungles of 

Belize, ncfdled with worms that I'd 

caught off pigs. 

MEL: The jungles were riddled with 

worms? 

DOMfNIC: Oh no, I was riddled with 

worms, the worms were breeding in 

me. 

MEL: Um, Dominic, would you mind 

passing the sick bag . 

JIM MACKOMOCHIE 
Managing Director and 
sweettalker, Mirrorsoft 

MEL: Hello Darling, tell me about your 

first wee icbbie. 

JIM: I never give interviews. 

MEL: But I owe you a favour. 

JIM: Oh. well in thai case, how can I 

refuse you? I tomed the Royal Navy. 

Second Lieutenant, sweating around 

the Persian Gulf, Mombassa> Cradling 

a sfe-n gun around Aden, 

MEL: Did you see any action? 

JIM: I am gJad to say no! 



MEL: Dominic Wheatley tells me he 

caught worms when he was in the 

Services. Did you catch anything 

printable? 

JIM; As a matter of fact, I caught 

snakes. 

MEL: Snakes?! 

JIM: I wns on a jungle survival CdufSe, 

and mighty hungry. I caught snakes 

and ate them. 

MEL: And were they revolting? 

J I M: Not 31 al 1 1 they were rath er good. 

On familiar tutrms with Tutankhamen - 
Andrew HewStin 




From philatelist to pater- 
nalism, incentive's (an 
Andrew is expecting a baby 
(weft, his wife Helen is) 



ANDREW HEWSON 

Eponymous silent man of 
Hewson Ltd 

MEL: Hello Darling, tell me about your 

first wee jobbie 

ANDREW: South End Seafront. 

MEL: Don 1 ! tell me: you were the 

deck-chair attendant. 

ANDREW: Oh much better than that. 

I was the bingo ca^er It cost the little 

old ladies a tenner a go, and I wasn't 

getting paid much more. 

MEL: When was the first time you ever 

got a fiver in your hand? 

ANDREW: Yes r I can remember that, 

it was when I was cutting grass for the 

Council. 

MEL: Bui then you started knocking 

around with some famous people. 

Tutenkhamen and Jesus Christ, 

wasn't ip 

ANDREW: I worked at the Br 

Museum for seven years doing radio 

carbon dating, and you're right, I 

handled the Tutenkhamen stuff, hits 

of dead bodies. But I never got the 

Curse Of the Mummy's Tomb as tar 35 

I know. And yes, we used to get phone 

calls from the Society For the Turin 

Shroud wanting us to prove that Jesus 

left his photographic negative all over 

it. 

MEL: How far back did your radio 

carbon techniques take you, 

ANDREW: An the way. Neolithic flint 

mines, I even wrote a paper that was 

published in /vefure about my work en 

prehistoric deer antlers. 

MEL: So how on earth did you get into 

computers'? 

ANDREW: Under the earth, actually. 

When I started at the British Museum 

there wasn't a single computer in the 

place. By the time I left there must 

have been 40 or 50 of them, ^ became 

totally fascinated. 

MEL: And the rest, to coin a phrase, is 

history. 



IAN ANDREW 

Father-to-be of Incentive 
Software 

MEL: Hello Darling, tell me about your 
first wee jobbie. 

tAN: I was the tea boy for Stanley 
Gibbons, the stamp dealers. 
MEL: You should have got together 
with Stephen Hall, he used to stick 
down envelopes. What was your first 
real responsibility? 
LAN: I was an insurance clerk for the 
Commercial Union, but I soon started 
my own business, specialist stuff for 
collectors of Post Office picture post 
cards. 

MEL: You had your own premises? 
IAN: Sure, but I soon discovered thai 
I had got Into a dead end, $0 I 
converted the shop overnight, and 
became a software house, It must 
have confused the shoppers. I only 
had one program, my entire stock 
consisted of that single title for sale, 
Sptat\ and I put a seven -loot -high 
poster m the window with that single 
word on it. And in a word, thal's it 1 




"I handled bits 
of dead 
bodies*' 9 

Andrew Hewson 



TRICIA PETERS 

Highest profile of CCS 

MEL: Hello Darling, tell me about your 
first wee jobbie. 

TRICIA: Hells teeth? Well, yee I 
remember, I'll tell you. Do you know 
Sandbanks, in Poole Hartx>ur I was 
the little girl on the little ferry. 
MEL: You were paddling it? 
TRICIA: I am renowned tor my very 
strong arm muscles, but m actual fac* 
I worked ten hours a day giving out the 
tickets to horribte adults and spotty 
little kids. 

MEL: So you started out as a clippie 
How did you become dependent on 
alcohol? 

TRICIA: Ha ha. I had my own 
company in the wine trade, before 
computers came along. 
MEL: Treading grapes, Or did your 
arm muscles come into pkay then? 
TRICIA: I only trod them when I was 
desperate, but yes. I used to heave a 
lot of heavy cases of booze about, 
MEL: And are you still heaving? 
TRICIA: I decided to throw my weight 
behind the software industry, I 
thought there might be more money 
foMess heaving, 
MEL: Thank you. 
TRICIA: Cheers. 
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Pattf Coop*?, a man with a choive who 
marked fflagafty 

PAUL COOPER 

The man behind and in front 
of Thalamus 

MEL: Hello Darling, tell me about your 

first wee jobbie. 

PAUL; Oh *— 1 Yes. I remember! 

As, a cleaner at British Caledonian, 

Gatwick Airport. They never forget 

you have a choice, you know, and I 

was 14 years old. 

MEL: Illegal? 

PAUL: ' Course it was illegal And I was 

earning a bomb lor a kid in those days, 

40 to 50 quid a day. I wrsh I was 

earning lhat much today* 

MEL: Don't we all. Did you stiGk to 

high flying? 

PAUL: Oh yeah, I spenl several years 

as an aircraft engineer down at the 

Hamble Pilot Training Centre, tickling 

Cherokee*. Matter of tact I spent 

another year at Luton Airport, but I 

never met Lorraine Chaise. 

MEU Thanks for thai fascinating 

story, Paul. 

PAUL: See you in the India Arms, you 

old ~. 

JACK SCHOFIELD 

Computer Editor The 
Guardian 

MEL: Hello Darling, UN me about your 
first wee jobbie. After all, you are the 
most important and influential 
computer journalist in the Kingdom. 
JACK: 1 started out as assistant editor 
on a photographic magazine called 
Better Technique. Then \ . . . 

ROD COUSENS 

Peripatetic god-king of 
Activision 

MEL: Hello Darling, tell me about your 

f ijst wee jobbie. 

SYNTHETIC VOICE: Mr Cousens is 
no? available, this is his security 
system speaking, and if that's bloody 
you Croucher, sod off, I am connected 
direcuo Mr Ccnusens' legal advisers. 
MEL: Hang on a sec, while I boot up 
my patent superhacker, tumble a few 
passwords, switch on the Vocoder- 
emutator, and . . . heJIo. this is Rod 
Cousens speaking. Hard copy please, 
my Curriculum Vitae, 
DOT MATRIX PRINTER: Rodney 
Peter Cousens, born: 21.11.50. 
Education; Alexandra Grammar 
School. Singapore. "G' Levels: 
Woodwork Metal work. Technical 
Drawing, Pure Maths, English 
Language, English Literature. 'A' 
Levels: Woodwork, Pure Maths. 



Shoreditch College erf Education, 

teachers training college. First 
Employment, 1970-75, Accountant, 
Carl Zpegier Yacht Agency, Hamble, 
Hampshire . . . 

MEL: Program interrupt. Amend 
Curriculum Vitaedata as follows: (heh 
hf>h» real name: Rodney Waldheim. 
Education: Greta Garbo Home for 
wayward boys and girls. Criminal 
Record' . . , 

FRANCIS LEE 

A song a dance a Destiny 
Software 

MEL: Hello Darling, tell me about your 

first wee jobbie. 

FRANCIS; Carpet porter in 

Cheesemans. but ( thought there 

must be something better in life than 

thte. 

MEL: What could be better? 

FRANCIS: Assistant fishmonger guts 

and tins and scaly scales, but after 

three months I thought there must be 

something better in kite than this. 

MEL: But what could be better? 

FRANCIS; Clerical Officer in the Civil 

Service, but I thought there must be 

something better in life than this. 

MEL; And then . . . 

FRANCIS: And then rock'n'roll, the 

music business, I never looked back. 

LESLIE HANSFORD 

The Veronica Lake of 
Electronic Arts 

MEL: Hello Darling, te*l me about your 

first wee jobbie- 

LESUE: Goodness! 

MEL: You were a nun* 

LESLIE: No, I was a security guardl 

Half a day's tracing in unarmed 

combat, and I was sent into the 

Barbican to stop people slashing the 

Picassos. The uniform was nice 

though. 

MEL: Terrifying. What then? 

LESLIE: I was a waitress in a hotei in 

Switzerland; the unarmed combat 

came in very usetul there too. Then \ 

became an au pair girt in Hamburg . 

MEL: Spell Reeperfcahn 1 . . Um, 

are you smoking, Leslie? 

LESLIE: No Mel. I'm heavy breathing. 

ASHLEY HILDEBRANDT 

The power behind The 
Power House 

MEL: HeHo Darling, tell me about your 

first wee jobbie. 

ASHLEY: Let me think now , what was 

I doing last week? Ah yes, I was with 

CRL 

MEL: No, I mean what was the first 

job you ever had? 

ASHL£Y: I just told you. I worked for 

CRL. 

MEL: No, no. What other jobs did you 

have after leaving school or university, 

you know what I mean; paperboy. 

postman, p<mp, politician . . , 

ASHLEY: "Hie only job I ever had in my 

entire life before now was with CRL. 

MEU Well ■** a ""1 Congratulations! 

You are the only person in British 

computing software that I have 

spoken to who has never dirtied 

themselves with anything else. 



11 1 thought 
there must be 
something bet- 
ter in life than 
this. 11 

Francis Lee 






From a life of petty crfme T 
Simon Harvey has come a 
long way . . . 




Unarmed combat got her a 
job at Electronic Arts - tes- 
tis Meosford 




Ashley Hrtdebrendt, the 
power behind The Pouter 
House 



11 1 was sent in 

to stop people 

slashing the 

Picassos." 

Leslie Mansford 



ASHLEY: Then you should ask Clem 
Chambers what he used to do. Just a 
minute, 1 promised myself never to do 
an interview with you ever again after 
your Se« "fT violence bit in THE 
GAMES MACHINE , . byeee' 

CLEMENT CHAMBERS 

Full frontal vunderkind of 
CRL 

MEL: HeHo Darling, tell me about your 

first wee jobbie. 

CLEMENT: CRL. 

MEL: Before CRL? 

CLEMENT: Absolutely sod all. No 

other fob of any description, I have 

never worked far anyone else for any 

wage or saiary. 

MEL; But I've seen some very credible 

drawings executed by your fair hand. 

Weren't you an ahist at one stage? 

CLEMENT: I always wanted to do fine 

art. yes. But tt |ust didn't work out thai 

way. Have a nice time in 

Czechoslovakia, 



SIMON HARVEY 

Coxcomb of Headlice PR 

MEL: Hello Darling, tell me about your 

first wee jobbie. 

SIMON: Hello Darling, I used to do 

Josephine's t every Saturday 

afternoon, when I was 1 4 years okl 

MEL: That's disgust mg. 

SIMON: It was. Josephine's was a 

newsagents, and I served sweettes, 

fags and porno -mag wines, as well as 

nicking the odd Yorkie Bar (tout don't 

tell Josephine.) I smashed . the 

bathroom window, but I never got my 

balls back. 

MEL: So what was your second wefc 

jobbie? 

SIMON: The Hitchin branch of 

Sate way s. mopping up spilled milk 

and kid's puke, and humping fat 

women's shopping bags. There was a 

sign that told them not to give lips, but 

I took all I could get. L worked on a 

building site too, in the summer ot S3, 

and it taught me a lot. 

MEL: What did it teach you? 

SIMON: Never, ever to buy a used 

house from anyone 

JEFF MIMTER 

The genial shaman of 
Uamasoft 

MEL: Hello Darling, tell me about your 
first wee jobbie. 

JEFF: Oh, well, yash, no P yeah, 
cleaning the bogs in a fork- lift truck 
factory Yeah. 1978. I saved up 
enough for my first video console 
MEL: Then you worked down on the 
farm, didn't you? 

JEFF: Right, that was a drag. Cycling 
20 miles a day, Silly. There were no 
beast ies unfortunately. I would have 
liked some bea sties, but I was on this 
planting machine, r| was pretty boring. 
MEL: Thanks Jeff, II tet you get up 
now. 

JEFF: Yeah, thanks, I suppose Td 
better get up, By the waiy, I read one 
of your articles the other day 
MEL: Oh, what d»d you thinks 
JEFF: Yeah, you nearly got a tact 
right. 
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OU'RE 




FIRST EVER NATIONAL 
COMPUTER GAMES 

CHAMPIONSHIPS 

(THEY'RE ARE ALMOST 
UPON US!) 

SHOW THE WORLD WHAT YOU'RE 
MADE OF . . . 



VENUES I 



Feral* the fine print detailing entry rules and controlling regulations 
of thts exciting championship, see last month's TGM. We now have 
details of the six first-round venues: 



Afr«it9Ki by the puWi*h«ri of THE GAMES MACHINE , th« Noi.onal Compear Game* Ctittr,. 
piarr»hip»»fettie-firsl of (t|eir*malO bn h«ld infirilaifl. Compete in ttlBrfrgicm of your chulcn 
on #tr Spectrum or Commodore 6*r1 28 for th*tlif»l round -ind if you m»k» ft through the 
Mmi -final* you can tight mjul, «*rw**« paid, at th# mc mnfl ImaU at th« yw'a Earls Court 
Partona! Compuler Shdwri Fwna bafonr ing wMcte world and big prkut f of (ne two thumpi . 

tntl 

MAKE YOUR JOYSTICK COUNT . . . 

Fl» 111 tfW ™^M l^ W - IcLMta flrci^ii^ 

for nitrfc** Ji May 23. 



.Midlands, 

BIRMINGHAM SPORTS CENTRE 

201 Btfsall Heath Road 
Mighgate 

Birmingham 829 9PL 

(SW/Walesl 
NAILSWORTW flOYS CLUB 

Both Road 

Narls worth, Nr Stroud 
Gloucestershire 

{N. Ireland) 

5EALINK FERRY ST DAVID 1 
L4RNE - STRANRAER 
(lull* details will be supp- 
lied to selected contastanrs) 



(Scotland) 

fETTE -LOR HE BOYS CLUB 

Orchard Bra& ■ 

Edinburgh 

(North) 

HUNSLFT BOYS CLUB 
HHIidge Road 
Leeds L£i*0 ibp 

{Londony$E) 

ST ANDREWS BOYS CLUB 

12 Old Pye Street 

WestinHistBf 

London SW1 



Al I dtaVB « Saturdarye - start times are 1 O.OOmn except the Sealmh Ferry ' Si David ' 
Selected competitors will be notified in plenty of time. 



NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM 



Please write clearly, using Wook capitals. 

I wish to put my name forward to qualify as a competitor. If 
" ut2£ns comp * t81 J B9t0 * to abW * b * tKe championship 



Name .... 
Address 



■ ■ " ■" — a — ., Postcode ., , . 

Telephone r 

Please tick the appropriate box: 

I wish to compete on the Spectrum: Q 
i wish to compete on the Commodore: Q 
I am aged IS or over: 

I am aged under 18. \J If you are under 18, your parent or Jegal 
guardian must sign here and pnnt their name below: 

Parent's Signature 

Parent's Name f , 

Please tick the regional heat venue you wouW like to attend 
_J Birmingham 
j Gloucester 
"Belfast (Lame- Stranraer Ferry) 

Edinburgh 
^ Leeds 
Q London 



In case for any reason you are asked to attend a venue other than the 

one you have already selected, please tick the next best alternative 

for you. 

G Birmingham 

~Z\ Gloucester 

j Belfast 
J Edinburgh 
Zl Leeds 

J London 

nl? d ™™ p US t**}*™™ whethef V°u should quality to enter, please 
ames V ° UT SC ° m ° n ^ of the fo(low ' n S fl *e US Gold 

OUT RUN high score is: 

fNDtANA JONES high score is; ^JZZZZZZ 

720" hrgh score is: >._ „„ 

GAUNTLET II high score te: .„ ZZZZZZZZ*< 

RYGAR high score is: ,. r 



OH your best score on two of your favourite arcade Win-Op machines: 



1 Coin-op name is: 

2 Coin -op name is: ,., 



""1n . ■■ 



high score is: 
hrgh scorers: 



Complete the form and $@nd it to THE ORGANISER HATinun 
COMPUTER GAMES GNUmONlWRrSS^m 
!?*^i & L " DLO *' SHROPSHIRE STB lOB. SucoosItT™- 
cants, wil be contacted in plenty of time. Please do nol ring or write i to 
as*;, It only blocks go the phone lines! And good luck! 
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Here it is T the final chance in this series of three for one 
lucky reader to win a brand new Amiga A500 complete 
with 1061 monitor. Yes, three Amigss we've had. and 
so far, two given away. Who will win this month? It 
could be YOU! 

if you're an B-bit owner, now"s your 
chance to upgrade, and if you already 
own an Amiga, why then win one for 
ymjr left hand. 'The first two 
Competitions resulted in simply floods 
of entf ies, and it is no exaggeration to 
say that our post room was awash 
with hopeful envelopes. Obviously, 
over the past few months TGM 
readers have gathered that the Amiga 
is an amazing machine with strong 
capabilities for producing quality 
graphics, stereo sound and for 
running, games and stunning utilities. 
In fact the phrase l H ve got an Amiga ' 
now surpasses I've got a copy of 
Efiycatctoer' in social circles, Anyway, 
what you all want to know ts . . . 



HOW TO WIN THE AMIGA 

A combination of cryptic dues and a 
word-search forms this month's brain. 



leaser. Hidden within the box of 156 
letters are the names of 12 famous 
computers, some tfd< some new, 
some almost forgotten and several in 
blue. Now, we're not expecting you to 
find them without any help r so there 
are 12 cryptic: clues whjch correspond 
to the names of the hidden 
computers. 

Having discovered the 12 mystery 
identities, ring them round in an 
obvious way {you can photocopy the 
coupon if you prefer) , filf m alt the 
details and send the whole caboodle 
to: AMIGA COMP III, THE GAMES 
MACHINE, RO Box 10, Ludiow, 
Shropshire SY8 1 0B Frit rips must 
arrive here by first post on May 1 9 and 
the first one picked out of the specially 
parked Ludlow Council skip outside 
wins. All entrants must abide by the 
standard competition rules detailed in 
the masthead - anyone found nol 
doing so wiif be thoroughly blittered. 



i 






CRYPTIC CLUES 

■ Everybody's favourite shoe box, and the name ot a zzappy 

i A computer with Sinks to a wild cat 
Jacks 1 6-brt machine 
Just what do you want to win? 
'ello Tosh, gotta a Japanese import r 

aY,«v machine Welsh in origin, most popular «n its 32K format 

, Atmospheric Spectrum nval came m two forms 

i Scotty beamed aboard a flan ^^^^_^_^_ 
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COMES TO LIFE 
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CBM64 128 

£9.99c.£14.99d 

SPECTRUM £8. 99c 
AMSTRADCPC 

£9,99,£14.99d 

ATARI ST £19.99d 

ibm pc S24,99<i 
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JVOWS VOL* CHA/VCE TO BJW/VG IWE Lf GEffiM JtV CHARLIE CHAPLIN BACK 
ID UFE IN MORE WAYS THAN ONE. 

This new <ompuh-r game is one way. I1j« unique concept allows you to dli**1 the crazy antics of 
this famous *e reen-clawn, Chooae the script, cut the char«t«r*, select the scenery props 
and backdrops, then it's scene one! take one! camera] action! 
Another way is by assembling our intriguing 
"fltcJt • book" whkb dr mnnatrates 
the senvl* itf film making. X' 

Simply cul oul the pirtiires of 
Charlie, glue onto the tops of 
strips of sliffish paper 
35mm i H5mm and 
staple all Ihe pictures 
logeiher In sequence with 
■umber one al the top. Flkk 
illustrated and before your very eye* lb* 
mug" of movie making l» demonstrated. 



U.S. I «.kl iJd . Unite 2 3, HnHoml Way, Hoifc.nl, 
BlnniiiKhfim TW TAX. Id: 02 L 356 338S 




TECHNOFUN 



BATTLE BETWEEN 




An amazing, new, Interactive techno-toy Is 
taking America by storm. Our New York 
correspondent, Marshal M Rosenthal, tells 
the story of Ax Ion's TECHFORCE fighting 
robots In the form of a photoplay . . . 
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BATTLE BETWEEN 




Axlon's TECHFORCE explained 

Blue may have won this encounter, but who knows what will 
happen when you take over control of the Pted team? In order 
to do that - we had better check you out on the TECHFORCE 
setup. And keep in mind that this high-tech toy comes from 
Nolan Bushnell, the man who created Pong and started Atari, 



_ he heart ol the system <s the 

T Drive Base, This combination 
motonsed tank and electronic 
nerve centre receives its 
instructions by remote control 
from either of the two Connmand 
Consoles (more about this later). Each 
base has a front mounted mvaser 
cannon of awesome power. Special 
perceptor$ T which are also on each 
Drive Base, react to the tnvaser*s 
invisible infrared beam when hit, This 
causes the Sase to be deactivated for 
a short time, Normally, one Of the two 
PROG (Programmable) Robot shells, 
Red - Demon/Blue - Protector are 
p ! aced onto a Drive Base. An internal 
connector mates them, and also 
activates lights an the Robot which 
flash when an invaser beam strikes 
true, 

A Drive Base Cap can also be 
paced onto the Base, it features a 
special surface which holds Legoi™ 
type building blocks, so that you can 
make your own kind of robot or 
fighting figure. A set of ID tags 



complete the PROG, and these attach 
by vetcro hooks to the robot's back. 

Why is it so important to have the 
PROGs tagged? Because the rea! tesl 
comes when you take charge. For 
this, there are two Command 
Consoles - both which use radio- 
frequency (RF) to send commands to 
the Dnve Bases. As each Base has a 
rotating ident diann the bottom - it is 
possible to combine commands to 
control up to 16 PROGs 
simultaneously, or in any 
configuration that you choose 
Keyboard buttons on the Command 
Console can be used H or plug in the 
ever popular joystick. You Oan switch 
between PROGs. create elaborate 
patterns, even commit them to the 
console's computer memory to carry 
out- Electronic beeps echo each 
command input, and there are even 
built-in battle formations ready to be 
put into effect with a press of a button. 
Plus switches designed for future 
enhancements. Battenes power 
everything, from the four C batteries 




ABOUT 'BATTLE 
BETWEEN PROG' 



FT IS always hard to 'show' a game fcn progress, especially if 
there is a lot of action and spontaneity wh*ch can be destroyed 
tn a controlled setting. Battle Between Progw&nt the roi 
a photoplay; becoming a sort of NgrHech Punch 
show. Daylight -be lanced tungsten lights were used so that 
each shot could be viewed exact ft as it would appear. A 35mm 
camera with a macro (closeup) lens* was mounted on a tripod 
and combined with Ektachrome ISO 100 slide film. A fast film 
wasn't necessary since most of the exposures were taken 
between 1/4 and 1 second (a cable release was a necessity 
however). Each shot was lined up by consulting a story -beard: 
a aeries of drawn images thai told the entire story 

The special effects were a hoot to do. Since infrared toms 
ore invisible, we cheated by using a low-powered indt; 
laser. To see the beam required more than jusi absolute 
darkness (the entire set had a black curtain running around it) a 
There needed to be dust in the air for the laser twaam to show, 
and you can just imagine how emoyable it was doing ovm 30 
"lakes" while blowing chalk dusf into the path of trie beam - 
with r\o lights on at all _ and difterenl exposures being timed by 
counting 'one-one thousand, two -one thousand . ' Not to 
mention the thrill of cleaning it all up afterwards And 
re-rn ember, it 1$ very dangerous to look directly into the beam 
of a laser , . . this includes the lens of a camera as well 

Sabyface s destruction of the Red PROG was easier wi the 
lungs, but still a bit tricky. A magician uses a spectal kind of 
tissue caFled Flash Paper, which bum very fast in a burs! of 
yellow light. II looks a lot hotter than it really is, which was good 
since the PROG had to be relumed to A* Ion afterwards still 
(somewhat) in good condition, Pieces of Hash Paper warn 
wadded up r and a smalt fuse made frtim it that was ignited with 
a punk (not a person), Varying the exposures was vital, 
it wasn't possible to really telfhpw the flash would appear 

Once the slides were processed, all that needed to be done 
were the opening and closing credits. The two chosen slides 
were Gen locked (video- interfaced) through a vdeu camera 
into an Amiga computer. Graphics were added, and the whole 
business was then photographed. 

Battle Between Prog was produced, written and 
photographed by Marshal M Rosenthal 
Art design/layout by Louie Volpe 
Set provided by Fractures USA 
Special effects by Steve Storozum 

Marshal M Rosenthal is a New-York based photographer 

and writer whose work takes him throughout the worid 
Rosenthal's latest project, THE IMAGINATION WORKSHOP, 
is a cable show featuring the creative output of young p< 
in all aspects of the visual arts. This is his first visit to the planet 

Knm-Baba. 



of the Main Console to the eight AA 
batteries of each Drive Base (the 
second Console derives its power 
from the Main unit). 

The basic kit consists of the two 
Command Bases, two Drive Bases. 
and four Robot Shells: two each ol 
Red and Blue. Arso included are three 
Battle Barriers and two Energy 
Crystals, one green and one orange. 
The instructs manual aiso includes 
a variety of game setups, and the 
whole shebang even comes with an 
exciting comic book about the 
PROGs" adventures. 



AXLON, 252 HurnboftA vmu*, 
Sunnyvale, California 94089 
Retail price of basic unit: $280,00 
US 
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control up to 16 
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OOGES ■■ ■ Executive Produce's ROBERT & PHYLUS JACOB 
Directed bv JOHN CUTTER - Computpgraphy by INCREDIBLE TECHNOLOGIES 
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DOUBLE 
BACK IN TOWN 




In his final report from the International Toy & 
Hobby Fair, John Gilbert assesses the impact of 
microchip technology on trains ami spiders. 

Plastic has replaced wood in Toy Town, A company *s survival 
depends as much on its sieek plastic image, colourful logos and 
the tales behind its toys as it does on moulded Bakelite product 
If you miss out on Masters Of The Universe or Lasertag, all the 
philosophy behind them, you might as we)l apply for ban- 
kruptcy. 

TT>e overhead power system is used 
by the latest of Hornby's model 
engines, the IrrterCity Oasses 90 and 
9 1 . They ere the t reins of the 2 1 at cen - 
tury , according to British Rail, and -it is 
likely that train gets up and down the 
country wHI nevef look the same 
again. 



One of the big success stories of 
this year's International Toy and 
Hobby Fair, at Earls Court, was 
the success of a company 
which, less then six years ago, 
was facing financial num. It trad relied 
on two types Of traditional toy, theTri- 
ang train set and the Scalextric racing 
car, for almost 70 years Suddenly 
computers, in the form of Sinclair 
Research, were in and Homby's 
train's were stranded in the long, dark, 
tunnel of archaism. 

Hornby, however - unlike Sinclair 
Research - is still a toy industry suc- 
cess story. Its long haul out of relative 
obscurity and into the bleeping light- 
show age of etectronic product 
demonstrates the volatility of the toy 
industry. 

The company's change in fortune 
started in fate 1962 with a manage- 
ment buyout. The new team saw the 
need to diversify from its train and 
track product lines end within two 
years had moved into the girls" toy 
market with Flower Fairies, a range Of 
poseble dolls created from the draw- 
ings of Cicely Mary Barker. Those 
were followed, in 1 985, by a bunch of 
floppy-eared dogs, called Pound 
Puppies, 

It wasn't until Late 1985/86 that 
Hornby ventured into the toy train 
market again with Thomas The Tank 
Engine, a range of steam locomotives 
which re-awakened interest in trains. 
At the same time a resurgence of 
interest in motor facing was responsi- 
ble for pushing up safes of Scalextric. 
By then, Hornby was interested in 
combining technology with its trains 
and race-track to add realism. 



ON TRACK 

Computerised control boxes and 
attention to detail mark the Hornby 
train releases for 1988, The long- 
awarted System 90 provides high 
power for the newer Intensity models 
- which in reality can reach speeds of 
1 30m ph. It also introduces a set of 
two hand- held controllers and a com 
pie* Catenary system which allows 
two trains to run on the same track, 
one using electricity from the rails and 
the other using an overhead wire sys- 
tem, 




New Electronic Start Gentry from Scatoxlrie 




The futuristic imago of British Rait - Hornby's rts-wry 
tooiod Ctass 9t 

Hornby is, of course, also keeping 
Ha train tracks linked to the past, but 
the rtasstc steam and electric models 
rt produces will contain more elec- 
tronically-, rather than pressure-, con- 
trolled details. The Stannier's BF; for 
instance, will boast a glowing firebox. 



RAGING TECHNOLOGY 

Ft Hornby hides the electronic technol- 
ogy of its train sets behind stylistic and 
historic exteriors, it is also keen to 
show off the futuristic capabilities of 
its new Scalextric motor racing range. 
The main tracic attractions are the 
Electronic Overtiead Start Gantry 
and the Electronic Lap Counter kit. 
The Gantry starts a race by showing 
the colour red p then a five-to-ooe 
countdown before allowing the cars 
past the Starting grid. The lap counter 
notches up the number of circuits and 
includes two pit stop facilities at the 
trackside. 



u 



.the 
Scalextric leap 
into the realms 
of fantasy gen- 
erated most 

excite- 
ment . . . " 



It is the new oars - and the Scalex- 
tric leap into the realms of fantasy - 
that generated the most excitement 
at the Toy Fair r Like Gremlin Graphics. 
Hornby has tied up the MASK cartoon 
licence, so you will be able to take 
control of Matt Trekker's famous 
Mask turbo car against Miles 
Mayhem's monstrous wheels. There 
are two MASK racing sets: MASK 
ThunderHawk Patrol and MASK 
Thunder Hawk Attack. Both contain 
the usual lengths of track and the 
scale car, but the Attack pack intro- 
duces a flying leap feature which will 
have even the Mayhem ratpack shud- 
dering in rts grooves. 

The more realistic racing cars 
include the Jaguar XJR-9. Porsche 
956, Lotus Renault and Lotus 
Honda, all of which have some impre- 
ssively advanced features. All new 
Porsches boast working brake lights, 
while the Lotus racers spon a turbo 
afterburn flash and smoke which 
pours from the back wheels during the 
rev up period, all controlled with gen- 
tle manipulation of the computerised 
hand- held control unite. 

A new range of state-of-the-art 
accessories also makes night racing 
more realistic. The hazard Long 
Chicane crash barrier includes 
flashing lights to make driving safer 
and the Publfcc Address System 
gives a blow by blow account of the 
race. Track safety has also been 
improved with the introduction of 
Magnatraction which holds cars on 
the track using a method similar to 
that used by the Japanese on their 
hovering- motor ail trains. Add to that 
the introduction of four wheel drive On 
many of the models, plus scale 
models Of the World Championship 
and Formula One Sitverstone track 
and you can see that Hornby has 
come a long way since the 
introduction of its ciockwork train 
sets. 
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TECHNOFUN 



AURORA 

If Scalextnc looks impressive but 
complex then the Aurora racing kits, 

from Tomy. are impressive but 
compact; they tit onto the dining room 
floor rather than Lake over an attic. 

The cars are controlled from a 
function box built into the track. This 
box contains three plugs, similar in 
construction to the Atari joystick ports 



but the fun comes when you see what 
they're up against, The tortuous track 
includes a steep climb- and -drop wall, 
toop-the-loop, a high speed S-Curve, 
nine piers and 12 crash barriers. If you 
did it for real you"d be in trouble. 

UP THE SCALE 

Radio controlled models are the 

current craze for youngsters and it is 



(i The car con- 
trollers also 
resemble a 

joystick ' ' 



Cpmpacf ^iack -track layouts from Tomy 's Aurora range, incorporate 
the fittest technology through foystic-k-ztyte control 




you find on most home computers. 
The car controllers also resemble a 
joystick with a simple trigger tor 
acceleration and deceleration, Othef 
controls, to sat the number of laps m 
a race and the lanes in which the cars 
should drive, are butit into the control 
box together with a simple switch 
which releases the cars at the start of 
a race. 

Vou can afso add the new Aurora 
AFX lap counter to the orange part of 
the track. It clocks up the laps for both 
cars independently using a diai 
system, rather than the more easily 
read LED digits from the Scatexlric lap 
counter, but it is better situated, being 
at the side of the course rather than 
facing the on- coming cars. 

The Aurora range contains four new 
racing sets. The first is the Formula 
One Dual, comprising two turbo 
chassied Formula One racers on the 
fast bend of a scale Grand Prix Circuit. 
There is eight feet of race track, two 
piers, Six crash barriers and two plug- 
in m hand controllers and a two-way 
racing plug which allows cars to 
switch lanes. 

Midnight Racers contains two AFX 
Turbo Firebirds with working 
headlights for night dnving. The dual- 
level track layout comprises banked 
curves, four piers laid over the ground 
circuit and eight crash barriers. 

The Ghost Racer set takes on the 
electronic power of Scalextric at Its 
best with a built-in computer control 
centre for programming the number 
of laps and the speed of the cars. 
Ghost Racer cars, which include a 
Test&rosa and Porsche 959 are ideal 
for lone racers who have no friends to 
take on, You can leave the computer 
to control one of the cars while you 
handle the other. 

Finally, the Daredevil Rally set 
contains a Peugeot 205 GTl and 
Volkswagen Golf GTl - whatf?), they 
may not be your average racing car 



Japanese manufacturers Tomy and 
Bandai who are cashing m on the 
hottest sport since skate boarding, 

Tomy has four models in its range 
of Honda racing bikes, each of which 
have pillow tyres, remote-control 
handlebar steering and working 
headlights. The lowest in the range is 
the Honda Pouitra* 250fl P It has a 
forward/reverse drive switch, two 
forward speeds, and one reverse, all 
controlled from an easy grip throttte. 
One step up, and the Honda Fourtrax 
has a push button controller and a fast 
auto-stop function that boasts an 
optional free wheeling action. 

The Honda ATC 250R is an All- 
Terrain Cycle with a powerful 
accelerator which can get the wheels 
revolving at 2,5mph. A more powerful 
version of the ATC r code-named the 
350X has two forward speeds of 
2-5mph and 4.5mph, together with a 
fast-stop footbrake action, 

Bandai, meanwhile, has three 
additions to its radio control range, 
Two of the models are fast action 
scale racing cars, the Lamborghini 
Countach and the Monte Carlo. The 
third is a highly detailed, all-terrain; 
Off Road Race Truck. All are 
controlled by joystick -based 
handsets. 

POCKET 
PINBALL 

Just as old console games find their 
way from the arcades onto home 
Computers, so miniature electronic 
pinball machines are finding their way 
into the games market, 

Tomy had two nf the latest pinballs 
on show at the Toy Fair. The first, and 
smallest, is Atomic Pinball. The game 
board flas banks of Proton Bumpers, 
which set off an electronic bell when 
hit by the metal ball. An electronic 
score board notches up the Particle 



Tomy's Honda racing 
bike range is at f remote 
controH&d 




11 . . . furry 
things will be 
all the rage at 
Christ- 
mas . . . " 



Points as the bad thunders through 
the gates and flips against the Factor 

Bumpers. Whether it stays in play or 
sinks into oblivion depends on your 
skill with the two f lippers at the bottom 
of the board. 

The big daddy ol air pocket pinball 
machines, however, is the Astro 
Shooter It boasts three flip control 
(era - one in the middle of the board 
and two at the bottom - and you will 
need them all la keep the ball in play' 
At the top are plastic gates, a hyper 
roil way and two mega-bumpers, but it 
is the lower end of the playing area 
you have got to watch. Firstty there 
are the Kickout Craters which take the 
ball into a hole and spit it out when 
you're least expecting it. Then right at 
the bottom of the board Tomy have 
put a Rollover Foroefield. if you man- 
age to keep the ball in play over it for 
long enough, all the lights in the field's 
circle lighi up and you score a bonus, 

Even the score facility on Astro 
Shooter is as realistic as the game's 
bigger arcade brothers. The top set af 
digits shows the high score white the 
bottom shows your current success. 
Current scores can be reset by a push 
button but the high score remains on 
the table ready for the next game even 
when you disconnect the pinball from 
its mains power. 

CUODLETRONIC 

Finally, no visit to the Toy Fair would 
be complete without a report on 
something cute and cuddly. I guaf.m 
tee these furry things will be all the 
rage at Chnstmas and who'll Wame 
mums when they fall for - yes you've 
guessed it - electronic pets. 

There are three of them, all as 
insipid as each other and all incredibly 
irritating. Take Petster Spider - 
please! He likes a quiel doze, espe- 
cially when his batteries are run down, 
but if you make a move towards him 
his eyes light up and he crawls 
towards you, ready to play games, 

1 1 spiders aren 't you r bag, especially 
giant furry ones, then try the two cats 
in the range. Petster is the world's 
first electronic pussy. He is remote 
controlled and moves in any direction 
you tell him. He ateo purrs, flashes his 
eyes and plays on h>s own, which gen- 
erally means moving about randomly 
and getting in everyone's way - just 
like the real thing. 

Alternatively, if a small cat isn't 
enough of a handful, give a home to 
Pets ter Deluxe, .inert her moggie. I 
one likes to be stroked, but his micro- 
chip brain ensures that one minute 
he's docile and the next lie's leaping 
out of your lap. Great fun, if yourethat 
way inclined, 

WHERE AND WHEN 

All the toys I have mentioned in these 
two reports from the Earls Court Toy 
Fair are available now from Ham(ey r s 
in London and will be available from 
toy stockists such as Zodiac and 
WH Smith within the next six months. 
The Hornby and Bandai products will 
soon be available from branches of 
the Beatties toy chain, and the Tomy 
pocket electronic games should be 
available from bigger branches of 
Dlxons shortly. 



TGM TX 006:5-8835/116 



Commodore 64/128 Cassette 

& Disk < 

ZX Spectrum 48K/I28K/ \ 



Mail Order: Attivision (UK) Ltd. 
Units 3 & 4 Lloyds Cose, Finedon Road 
Industrial Estate. Wellingborough, 
Northampton NN8 4SR S> (0933) 76763 



On a hostile world, 
ypfftan run, butyou can't hide, 
\ , . Jeladon is waiting 



_ ^_ _ 
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IT IS now seven months since 
THE GAMES MACHINE was 
launched In that first issue only 
two 16-bit games were reviewed 
But the numbers have been on the 
increase and this issue we review 
a record amount - no less than 26 
games across Atars ST F Amiga and 
PC formats. Many software 
houses are entering the 1 6-bit 
market for the first time - Gremlin 
Qnphlc* makes an appearance 
with Pink Panther snd 
Vampire's Empire, 

programmed by Magic Bytes, 
Activltion make an appearance 
flfflh GemMaa Mr Ratty and 
Predator, US Gold have 
Conversions of Rotting Thunder 
It's ail very promising for owners of 
the machines. 

So it comes as no surprise to 
see that this month's top game, 
Matte rtronic '$ Sidewinder, is 
on the ST\ Mastertronic is pleased 
with the way the market's going - 
both Xenon and Roadwars went 
straight to the top of the 
MicrcKiea^er 16-bit charts - 

Also new to the 1 6-bit scene are 
Quickiilva who bring us 
Hintsiones (voted the most hip 
cartoon by The Observer's M 



magazine recently). Afcso from 
QuicksHva is the return of Psk> 
Man - almost as ancient as Fred 
and family* - in Pac-Land a 
tremendous conversion from 
Namco'scoin-op. 

Quite a few original game 
popped up in time for our Easter 
deadline - Electronic Arts 
settled for a nautical flavor this 
month with Power At Sam and 
Strike' Fleet - and came up 
trumps with Card Sharks, which 
has turned us inlo compulsive 
gamblers. Special FX boweled 
us out with Cirtr if you'll pardon 
the expression, a frantic blast set 
in a megaton aliens tummy. And 
Epyx delivered a game a tot of 
people have been waiting for: 
Impossible Mission U It was 
almost tgo late, so apologies, but 
we just managed to cram rt into a 
comer of page 74. 

And yes, we've done it again, 
we've found our monthly breakout 
game in the shape of Jinks from 
Gol on the Amiga. 

THIS MONTH'S REVIEWING TEAM 
WAS: Mark Caswell, Richard Eddy, 
Robin Hogg, Julian RignaH, Paul 
Sumner, Nik Wild, Stuart Wynne 



LEAD 
REVIEWS 

SIDEWINDER 

Mastertrortic kept this one under 
their hats - but it's simply 
wonderful - combining perfect ty 
tuned play ability with stunning 16- 
bit graphics. Proving itself as a 
better game than last month's 
Xenon, it's an absolute snip at 
£9.95 and you can find out all 
about it on . . . 

PAGE 50 



USAS 

We finally received our MSX II in 
time to take a look at Usss from 
Konamt. and what a beauty it is 
Looking far too much like an 
arcade game tor its own good, 
Konami's quick thinking platform. 
game reveals itself on . 

PAGE 44 



F1 SPIRIT 

May ts proving a good month for 



MSX owners as Konami again 
come up with the goods. Ft -Spirit 
is a one- or two -player racing 
game with a host of additional 
features. 

PAGE 71 



IKAftl WARRIORS 

Elite are back in action with tkari 
Warriors. Originally released for 
the Amstrad CPC 10 months ago, 
the other versions are finally here 
and the programmers have made 
a fine job converting the SNK coin- 
op, Watch out for the 16-bit 
versions soon! 

PAGE 36 



PAC LAND 

The ever-hungry yellow creature is 
back with a vengeance m 
Quicksifva's arcade conversion of 
Namco's Pac-Land. Regaining all 
the features, simplistic graphics 
ancf identical music of the coin -op 
original, it's all been squeezed to 
fit inside a Commodore 64/128 

PAGE as 
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WHERE ARE MY CAR 




IKARI WARRIORS 

Elite Systems 



Two years ago, Ikari Warriors was released on the 
Amstrad CPC with the promise of other 8-bit versions 
to follow. It has taken Elite Systems over two years to 
fulfill that promise, but they have finally achieved it 
with the added bonus of 1 6-bit versions to follow shortly, 
and all packaged in Elites new -style large boxes 

Central America, the United 



Stales' backyard, is the setting for 
Elite's out and out shoot- 'em -up 
ikari Warriors. The scene is one of 



rebellion, bands of revolutionaries 
have captured US General 
Alexander Bonn #nd are now 
holding him prisoner in the US 





A Apnp warrior mak es his way across hostile terrain - Commodore 54 screen 



it could be a bridge too far for ttm Spectrum warrior *n thts fine adapa fion to 

the ZBO screen 

headquarters. Fortunately, just 
before he was taken prisoner, the 
General sent out a mayday which 
was picked up by two Ikari 
Warriors. These 9uys are pure 
fighting machines and just the men 
for the job when it comes to rescue 
missions involving use of 
maximum force. 

Mishap sets in when the plane 
transporting the warriors is forced 
to crash tend deep in I he jungle. 
which is crawling with 
revolutionaries, enemy tanks and 
helicopters. These are the sort of 
men who have no qualms about 
shooting first and asking 
questions later. Clearly, only on* 
thing remains: to get through, 
wasting the enemy en route. 




COMMODORE 64/ 

128 

Cassette: £9.95 
Diskette: £14,95 

A long tjme coming but Ikart 
Warriors Is finally here. Elite 
have had two years in which 
to get it right and the 
resulting program is an 
excellent tough, constant 
action shoot-em-up of the 
highest order. The game is 
slightly harder than the coin- 
op original, mainly because 
trie warriors can shoot each 
other accidentally (which 
does n ' t happen in the arcade 
game). Not surprisingly, the 
continue- p I <jy option has 
been taken out which means 
the entire game has to be 
completed in one go - a 
daunting task, The graphics 
do their job well, getting 
better as the warriors 
progress further. The playing 
area is faithfully copied from 
the original (albeit with a few 
minor adjustments! and 
overall there is very little 
difference in the games 
appearance compared with 
the coin-op. Has it been 
worth the wait? It most 
certainly has! 

OVERALL 87% 



The Ikari Warhor (or Warriors if 
the two-player option 1$ sotected) 
move(s) through the |ungle taking 
out the guards with grenades and 
bullets Retreating guards leave 
behind supplies of ammunition 
and extras for Ikari Warrirors to 
pick up. Extras include longer 
bullet range, an immediate-effect 
smart bomb and an extra boost to 
the destructive power of 
grenades. The latter is the most 
important of all as it enables 
warriors to launch grenades from 
a safe distance: but beware of 



REVIEWS 



SPECTRUM 48/ 

128 

Cassette: £9.99 
Diskette: £12.99 

Ikan Wamors Is a game which 
work? best with two players, 
if only for the fun of working 
as a team, Despots smooth 
scrolling, high degree of 
graphic detail and variation, 
there's not an awful lot of 
room on screen in which to 
run around Eltte opted to 
place the status displays on 
either side of a resulting ly 
smaller combat zone, in turn 
scaling down the graphics as 
small as possible without 
losing any of the detail To 
avoid potentially disastrous 
attribute clash p warriors and 
enemy soldiers are the same 
colour as the background, a 
simple solution which works 
well and makes the/ game 
pleasing to look at and play. 
With the comprehensive 
front end (including a novel 
Kempston Mouse control 
method), ikan Warriors is 
enjoyable mindless blasting, 
worthy of any fan of the 
original. 

OVERALL 84% 



OTHER FORMATS 

PC, Atari ST and 
Commodore 16/ +4 owners 
can expect to see Ikari 
Warriors on their machines 
priced at E19.M. £14.39 and 
CT.99 respeetfvely. The 
original Amstrad version of 
two years ago is to be 
repackaged and re-released 
at the standa rd price of £9,99 
on cassette and C 14,99 on 
diskette. 



stray grenades and bullets, tor 
they are just as likely to hit your 
partner, losing him a life. 

Converted from the SNK coin- 
op, ikari Warriors faithfully 
recreates the arcade machine in 
graphics, payability and general 
layout. There are some omissions 
such as the large enemy tank at 
the end of each region, but on the 
whole, the tactics used in the 
arcade original can be applied to 
the home computer versions with 
remarkable ease. 




IS JUNGLE WAR 
FAIR? 

Jumping into one of the many 
deserted tanks dotted around the 
play area provides you with much 
needed protection from bullets 
and allows yau to cut a path 
through the enemy ranks. The 
tank's fuel level musl be kept 
topped up or it explodes on 
reaching zero. Warning is given, 
but with only a few seconds in 
which to get dear, and a horde of 
guards, taking pot shots nearby, it 
is risky. Careful driving *s essential 
to avoid trundling over mines, 
while quick reactions and some 
slick steering are needed to dodge 
thrown grenades, 

As the game progresses, 
helicopter g unships fly down the 
screen fifing bullets all over the 
place, shell-firing tanks patrol the 
jungle paths and machine gun 
bunkers bar the way, unless 
destroyed with a well placed 
grenade. 

The game continues through the 
jungle, across lakes, aiong 
wooden bridges and eventually 
into the enemy occupied US base 
to rescue the General and return 
home with the satisfaction of a job 
well done. 

At the very start t>t the game, a 
warrior exits the crashed 
aeroplane - Commodore 64 screen 



And this one r s a Bridge To Fear; your fane Ikan warrior faces m ftordf of 

unpleasantness ahead - Spectrum mcrwm 



" . . . enjoyable mindless blasting » a con- 
stant action stioot-'em-up of the highest 



order . . ■ 



pi 



VERSION UPDATE 



Knight takes castle 




DARK CASTLE 

Mirrorsoft 



Atari ST: £24.99 

MIRRORSOFTs gothic tale of 
heroic deeds arrives for the Atari 
ST, Built around a surprising 
number of platforms, ladders and 
swinging ropes, D$rit C&stte is 
home id the Black Knight, and as 
the brave adventurer, you must 
defeat him. The castle is made up 
of 14 deadly levels riddled with 
bats, rats and spooks that provide 
tough opposition. There is an 
ample supply of rocks dotted 
around with which to defend 
yourself, and as progression is 
made through the levels, 
additional weaponry - magic 
potions and fireballs - may be 

In PC emulator mode. Dark Castle 
plays just the same on tho ST 



collected. Dark Caste was fully 
reviewed for the PC in TGM003 
with an Amiga version update in 
TGM004 




COMMENT 

This version of Dark Cattfc is 
little different to its Amiga 
counterpart. The gameplay 
remains awkward and 
frustrating due to the 
complexity of the character 
control: joystick and mouse 
or keyboard. Combining the 
badly designed control 
method with the continual 
swapping of ttire* disks 
results in a slow and 
frustrating game, The 
graphics and sound are of a 
relatively high standard but 
they are not sufficient to 
counter the poor gamepJay. 

ATARI ST 
OVERALL 47% 
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KAMIKAZE KRAZY 



POWER AT SEA 



Accolade 



The Philippine islands became a key strategic base for 
the further conquest of Asia and Australasia by the 
Japanese in Wortd War II. The war -torn archipelago 
became the site of land and sea battles whose names 
nng through history, Corregidor, Bataan and, in 1944, 
Leyte Gulf. One of World War IPs greatest naval conflicts, 
it signalled the end Japans domination of the Pacific. The 
US farces of Generals Mac Arthur and Nirnitz, came 
together to culminate in the first landings on October 24 
and 25. Simultaneously, the US fleet shattered the 
Japanese fleet, sinking most of it. The landings put the 
seal on Mac Arthur's famous promise made at Corregidor 
in March 1942: s l shall return . . K 1 Leyte Gulf marked the 
beginning of Japanese desperation, and during the clash 
the first of a new, terrifying weapon was used: the 'Divine 
Wind 1 , better known as Kamikaze. 



In the simulation the object is to 
capture four Japanese bases on 
the Philippines wrthin 96 hours. 
Under player control is the 
American fleet, including a 
battleship, aircraft carrier and a 
cargo shtp for use in the attack on 
the imperial Japanese forces. 

Stage One involves equipping 
the fleet prior to combat. In port 
fighters, bombers, fuel and troops 
are loaded. Space on each vessel 
is limited, necessitating shrewd 
allocation of resources if the fleet 
is tD accornphsh its task, Once 
equipped, the fleet sails into the 
Pacific, 

From the bridge of the fleet 
batttaship. the commander can 
access the matn departments of 
his vessel. Messages are received 
by the communications officer, 
navigation provides a map 
showing vessel and target 
positions, a status screen shows 
the damage taken by each of the 
fleet's mam ships and weapons 
control screen is where all the 
offensive/defensive armament is 
activated. 

The Gulf is patrolled by enemy 
destroyers; the navigation officer 
alerts the commander if they come 
into radar contact. Once contact 
is established a decision has to be 
made whether to launch an air 
attack or wait for the enemy vessel 
to come m range Of the 
battleships guns. An air attack 
involves fighter planes diving in to 
take out the ship's anti-aircraft 
guns and make it safe for bombers 
to finish the attack. 

The air attack is a simple 
simulation screen where the player 
flies the plane towards the ship to 
take out selected targets while 
trying to avoid being shot down or 
crashing into the sea. Failure to 
eliminate- anti-aircraft guns results 
m the bombers being shol out of 



the sky before they get near. If this 
happens, the commander can use 
the battleship's guns on enemy 
destroyers , Once in range, a 
course heading broadside to the 
enemy is taken and guns elevated 
to fire deflection shots- A 
succession of hrts will sink it, but 
all the time it is firing back, inllicting 
damage on the American fleet. 

NO 

FRIENDLY 

SHORE 

When land-based Japanese 
aircraft attack, the fleet's anti- 
aircraft guns come into play, 
Kamikaze planes are the worst as 
they fly directly at the ship and, 
unless shot down, collide causing 
severe damage (and possibly the 
end of the game). Elemenis of 
Beach Head are very much in 




in Combat Control on tov&rd, which acts as a menu saiectton xcr&#n tar ma 
vaned options - Commodore #* screen 



evidence here as guns have to be 
set at the correct elevation and 
angle of deflection to hrffhe target 

Once the fleet comes in range of 
a base, the two -stage assault 
begins. First, coastal defences are 
bombarded by the battleships 
massive 16- inch guns. Any 
targeting mistakes can be 
corrected by using a binocular 
v iew to pudge t he ang le of error and 
correct it for the next shot. 
Japanese bunkers lie towards the 
island's end. so the entire coast 
defences must be passed before 
they come into view. The amount 
of damage inflicted determines the 
difficulty troops will face in 
assaulting and capturing the base. 
To assault the base, select the 
number of troops to send in and 
the amphibious landing begins. 
Allocate too few and they will need 
reinforcing, send too many and 
there maght not be enough men left 
to capture other bases. 

The game is over when ail four 
enemy bases are taken, the 96- 
hour time limit runs out or the fleet 
Suffers severe damage and cannot 
complete the mission. 



4 Hacking land-based defences prior to landing the marines - Commodore 64 




COMMODORE 64/ 

128 

Cassette: £9,95 
Diskette; £14.95 

In many ways, Power At Sea is 
similar to Accolade's 
previous release p The Train* 
with simple! independent 
arcade sequences brought 
together to form a game, 
There's always a problem 
when it comes to introducing 
mrni-arcade sections into 
programs: the amount of 
memory available restricts 
the mini-game's complexity, 
resulting in limited depth of 
play - (tie problem with 
Power At Sea, Once 
mastered, the mini-games 
lose any of their challenge; 
the only demanding stage 
remains the fighter/bomber 
sequence which relies more 
on luck (to avoid being shot 
down) than anything. The 
subject matter of the Leyte 
Gulf battle is rich in potential 
and , to its cred i t, Power Ac Sea 
manages to bring together 
the main elements of the 
historic conflict. 

Unfortunately, like I"h0 Ti 
the game is far too easy and 
it would only take a couple of 
hours play before its appeal 
is exhausted, 

OVERALL 65% 



"... rich in poten- 
tial, unfortunately 
the game is far too 
easy." 
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BLOOD VALLEY 

Gremlin Graphics 



B 



load Valley is based on the Duel master Fighting 
Fantasy adventure book of the same name, written 
by Mark Smith and Jamie Thomson. These authors 
have previously contributed two titfes to the Fighting 
Fantasy series, Talisman and Sword Of Samurai, They 
also participated in the software design of games based 
on these series, and Jamie co-wrote, for Games 
Workshop, what is now a classic adventure, The Tower 
Of Despair, 



The action takes place in the evil 

and sinister Valley of Gad, wherein 
the reptilian ruter Archveult holds 
his annual hum. A slave is set free 
at an ancient circle of standing 
stones, subsequently hunted 
down and erueMy put to death by 
the Archveult and his allies. 

BlOOd Valley is for one or two 
players. In solo mode you are the 
quarry and may select one of three 
characters lo play: pne$t. 
barbarian, ex thief, Each has 
different characteristics which 
have to be utilised in order to 
complete the quests and 
objectives set l hat enable an 
escape. In two -player mode, one 
person plays the Archveult who, 
w:th allies Kritos Blocidheart. 
Karhm the Assassin and the 
DdftiFveuit. attempts to track down 
I he second player. Using a full- 
screen map. each ally is 
positioned m the valley., ideally 
where you think the quarry may 
run. When the hunted enters a 
pta.ee inhabited by an alky, 
Archveult teleports there to do 
battle. 



Sadly, it is here, at its heart, that 

the game falters; the two-player 
option becomes a waste of time. 
as all one player has to do is wait 
for the other to die - there is no 
comradene in Blood Vattey*. 



HOW RED WAS MY 
VALLEY 

Once all the choices are made, the 
hunt is on. Von begin with very little 
knowfedge of the Valtey of G*iri, 
save Ehef the capital city is called 
Askeion. and that there is a way 
out at the western end. 

Horizontally scrolling through 
different scenes - the screen is 
split to show the two players' 
characters - both parties are open 
to attack from the local 
inhabitants; vampires, trolls and 
demons all attempt to put an end 
to the hunt, However, the players 
are not defenceless pressing fire 
or an appropriate key. the 
characters' weapons are 
activated, which they use to good 



In the dark and sinister valiey, something stirs; quarry on the top layer, hunter 
below in e two-player game - Amstrad screen 




effect. 

During head-to-head battles, 
the energy meter - a sword icon - 
shows rapid depletion, although 
replenishment is achieved by 
eatmg food. Useful items such as 
gold and magic potions can be 
collected and added to the 
players inventor/. A choice is 
offered to view the inventory, u$e 
an item from it or return to the 
game. 

Considering the depth and 
content of the Duelmaster game 
books and their game potential, 
the computer versions are all 
Shallow in comparison. Little is 
taken from the books; the game 
rekes more on a hack and slay 



SPECTRUM 

Cassette: £7.99 

The graphics are poor: small, 
badly drawn characters 
move wooden I y around 
s km pi i stlc backdrops. The 
prospect of watching stick - 
men hobbling around soon 
kills any desire to ptay the 
game, a fact compounded by 
the lack of decent sound. 
After hours of playing and 
several attempts to discover 
anything deeper, our opinion 
remains unchanged. 

OVERALL 30% 



Monochromatic graphics work less 

weft e>rt the Spec trtjm — here showing 
3 tWO'player game 




approach than interaction, and 
even the two -ptay er game lails to 
relieve the tedium of continuous 
running and fighting. Followers o' 
the Blood Valley game hooks will 
be very disappointed with this - 
the thrill of the hunt is definitely 
lacking. 




A Singte-player game with the 
computer playing the hunter - 
Commodore 54 screen 



COMMODORE 64/ 
128 

Cassette: £9.99 
Diskette: £14.99 

Blood Vahi - > is deceptive- The 
graphics are better than 
average, the highly effective 
music is haunting and the 
Scenario has strong 

potential. But running along 
from left to right, taking 
swipes ,m constantly 
attacking enemies makes for 
a very limited game, even 
with the various regions and 
different creatures to 
encounter. Graphically it's a 
mixed bag: some areas are 
attractively presented while 
others are more abstract in 
appearance, making it 
difficult to determine where 
your character is in the 
valley, Animation is basic 
and on the whole limited, 

OVERALL 41% 



AMSTRAD 

Cassette: £9.99 
Diskette: £14.99 

Visually more lively than the other 8-bit versions, the weak 
gameplay drags it down and boredom sets in quickly 
Valley's graphics are acceptable, though sprites are porky and 
move slowly across colourful, but confusing, backdrops. The 
sprinkling of RPG elements- really just the inventory- is spoiled 
through some objects being difficult to identify - trial and error 
is needed to discover which does what. 

OVERALL 46% 



"... even the two-player game fails to 
relieve the tedium of running and fighting . ' ' 
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A ROM WITH A VIEW 



USAS 

Konami 



The Japanese are renowned for taking their leisure 
pursuits seriously- Earlier this year a game for the 
Nintendo, Dragon's Quest tl! 3 was released in the land 
of the rising sun and hyped to such an extent that it is 
rumoured over two million copies were sold on its first day 
in the shops - the user base for the Nintendo in Japan is 
ten million. Dragon's Quest I and // were converted to the 
MSX, unforunately there are no plans to do the same with 
the third in the trilogy. But with Nintendo's plans for Europe 
still firmly shaded in corporate mystery, it is the MSX II 
machines which offer the best opportunity of seeing fresh 
Japanese games on our screens, 



Centuries ago, the War God 
Induras banished Usas, the 
Supreme Mother God, and threw 
the four pieces of her sacred jeweJ 
to the winds. 

A party of Wit and CleV (to 
quote the usually quirfcy English 
translation) - the two heroes - are 
attempting to find the broken jewel 
and achieve one of the greatest 
discovenes of the academic 
world. Their adventures lead them 
to many strange places - which all 
look remarkably similar - to fight 
many unusual enemies. The 
instructions are, for a Japanese 
game, comrnendably bnef: three 
pages. 

As is typical with Japanese 
software, the game's front-end is 
entertaining, polished and 
informative. It displays page after 
page of storyline which introduces 
the characters and gives a 
thorough background to the story. 
During all of which, a non- 
atmosphenc tune plays. 

Hie two archaeologists travel by 
car to the place of Temples, once 



there I hey alight to continue their 
journey on foot. On arriving 
outside one of the five tempJes, 
you are asked if you would like to 
enter, if affirmative , you can 
choose which of the characters is 
to face the challenges wittnn, and 
attempt to return with one of the 
four keys required to allow access 
to the fifth temple- 

TEMPLE FUGIT 

The two heroes have drffehng 
Characteristics, Wit carries 
weapons and Cles is a kung to 
expert; the powers of both maybe 
increased, or changed, by picking 
up different keys - represented as. 
a Japanese symbol or word - 
along the way. One of these 
symbols is the key to the end 
chamber of each level where battle 
with a demon awaits. If the 
creature is destroyed, one of the 
four keys to the main temple is 
yours and a magic beam 
transports you back outside. 
The other characteristics, 



VIT 



A- >. 



* DOS 



I I I 





The start option screen: select a door 
tat0rror and choose whether to piay 
Wttofdm 



jumping ability and speed, can be 
enhanced by collecting coins of 
different values: having sufficient 
money means you can trade with 
it for enhancements. 

Usas is basically a platforms 
and ladders game although, in the 
refreshingly original Japanese 
style, it is fuil of intricacies which 
lift it high above others of the 
genre. AH (he characters are drawn 
cartoon -style and move with 
precise realism. The puzzles and 
dangers faced within the temples 
are fascinating, infuriating, 



Ctes ts in trouble because a ghouite is about to drop on him from a groat height But he "s the fastest of the two and should 
toe sole to get out of the way 







inside the temple, Wit is doing his 
best to outwit the enemy 

dumbfounding and impressive, 
The backdrops are nicely drawn 
and full of detail. An occasional 
glitch flickers onto the screen but 
is insufficient to threaten the 
enjoyment of pEay. The 
accompanying sound is effective 
although the continuous musical 
track can become irritating. 



MSX II 

Cartridge: £19.95 

The Japanese don't take 
their games software too 
seriously. Like their films - of 
the Godzilla ilk - they throw 
everything in while 

maintaining a basic 

scenario, The imagination of 
the programmers knows no 
bounds, progress in their 
games is a mu st rf only to find 
out what bizarre event takes 
place on the next screen. 
Uses is a lovely example of 
this style, incorporating 
weird and wonderful 
monsters with crazy 
obstacles and obscure 
weapons, all programmed 
with polish and finesse, 
Attention to detail is 
omnipresent and a fantastic, 
impelling urge to get to the 
final battle Is irrst riled by the 
steady progress one makes 
with practice - and the 
enjoyment to be gleaned by 
making it. It is good to have 
MSX back in THE GAMES 
MACHINE office. 

OVERALL 88% 



it 



. refreshingly 
original, infuriating, 
dumbfounding and 
impressive ..." 
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REVIEWS 



MOON 




TELADON 

Destiny 



The name of Nick Eatock, relation's author, is firmly 
linked with that of Destiny boss Francis Lee Nick 
wrote Sorderon's Shadow, published by Beyond, 
and GreyfelK published by Starlite - both companies 
for which Francis Lee worked before forming Destiny 



Teladon. an evil psychopathic 
genius on the moon, is threatening 
to destroy the world and if is up to 
you to stop him, But be that as it 
may. the game has two distinct 
Sypes of play: a 3-D section, 
reminiscent in appearance of 
Mtcronaut One (but only Sts a 



craft that lire heal-seekmg 
missiles, and spinners which 
destroy you on contact. Both may 
be either avoided or shot with 
lasers. Other obstacles include 
locked gates, and laser beam 
fences, Objects to aid you may 
also be found along the way: keys 



Extra lives, laser energy, and 
oxygen pills are available to be 
picked up and utilised. Trapdoors 
and air chutes transport you up or 

down a level - although this is 
unwelcome tf the current level has 
not been thoroughly explored, 
vein, alternating between evec- 
The gameptay continues in this 



shortening tunnels and 

decreasing complexes - until 
Teladon 1 s HQ is reached. Once 
there, you must fight your way to 
the self-destruct button to end 
Teladon' s threat. There is some 
interest at the start, but because 
of the indifferent gamepiay. these 
two time-worn game formats 
never rise above being cliches, 
and boredom soon deflates the 
urge to carry on. 





Fast 3-Q action and isometric adventure on i 



;lrvm 



means of' reference, since the 3-D 

effect is extremely limited) and an 
isometric maze section. 

First you are astride a jet- 
scooter, speeding through an 

enemy -infested moon tunnel. 
Your mission 15 to survive long 
enough to reach an underground 
complex and find Teladon' s HQ 
before his destructive plan rs put 
into operation. Two types of 
enemy inhabit the tunnel: bulbous 
to open gates, trapdoors to gain 
entrance to underground caverns, 



and, as the moon has no 
atmosphere, oxygen bubbles to 
replenish your supply. 

DO YOUR BEST LEVEL 

Part two takes place in the 

isometric maze complex below 
the moon's surface, Each level - 
there are ten - is circular in shape. 
As you explore the maze, enemy 
guards on scooters attempt lo kill 
you by firing lethal bubbles. 



VERSION UPDATE 



Bouncing back 



ARKANOIO, REVENGE OF DON 

Imagine 



Amstrad Cassette: £8.95 

REVIEWED last issue fTGMOOS) 
for the Spectrum, Revenge Of 
Doh appears this month for the 
Amstrad. Including enhanced 
sound effects and mu&ic courtesy 
of Gary Bias! Ho and colourful 
graphics created by Ivan Horn, 
Doh kneads revenge- 
Forget the scenario of a huge 
J alien spacecraft and the time- 



Creator* all formats, Doh cartainly 
looks attractive on the Amstrad 



SPECTRUM 48K 

Cassette: £8.95 

Graphically the game is bland with a plump sprite wobbling 
across sparse backdrops, and indistinct enemy craft trying their 
best to terrorise. The line-drawn and shaded 3-D tunnels with 
little apparent depth are unconvincing - so are the aliens popping 
suddenly into full-blown existence. Of course Teladon runs in 128 
mode, but there's no advantage, not even the poor sound FX are 
enhanced and the tune's the same. 

OVERALL 46% 



OTHER FORMATS 

There are no plans at present to release this game in any other 



format. 



■ 



"... indifferent gameptay and boredom 
soon deflate the urge to carry on." 



wanped. mind- warped vengeance 
of super-being Doh, what we hav£ 

here is a superior, upgraded 
version of Imagine's earlier 
Breakout clone, Arkanotrt. 
Tne battle takes place over 



numerous screens, filled by brick 

walls, and aliens. You use your 
"shipVbat to defied an 'energy 
bolt' /ball, destroy the bricks and 
collect any dropping bonuses you 
can fgr extra powers, 




COMMENT 

Control of the bat via joystick is a little sluggish - this type of 
game is best played using a mouse. However, the graphics are 
aesthetically pleasing (despite a minor screen glitch around the 
uppermost border) and all components in the game are dear and 
easily seen. Apart from the denser graphics, this plays identically 
to the Spectrum version. The audio contend however, is 
omnipresent with suitable effects and bouncy Jingles 
throughout. 

AMSTRAD CPC 
OVERALL 78% 
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REVIEWS 



FREEZE A JOLLY 
GOOD FELLOW 




Since Europeans began to explore Tibet, they have 
reported legends of a huge ape-like creature called 
ihe Metoh-Kangmi - roughly translated, the fifthly 
abominable snowman. The stories cover a huge area, 
from the Caucasus to the Himalayas, from the Pamirs, 
through Mongolia, to the far eastern tip of Russia. In 
central Asia these creatures are called Mehteh, or Yetis, 
while tribes in the eastern regions refer to them as Almas. 
The Yeti has been part of the folklore of the Sherpas of 
NepaL the Tibetans, the Bhutanese and Sikkimese for 
centuries, and their children are brought up on legends of 
the Yeti in much the same way as English children are 
warned of the Bogeyman. Yeti - available first on the 
Spectrum, is by veteran Christian Urquhart. 



SPECTRUM 

Cassette; £8.95 

Graphically ' is good, incorporating large, colourful and well 
drawn obstacles. The animated creatures chase the explorer 
across the snowy foothills of the Himalayas as it they mean real 
business. Yen doesn't involve particularly original gameplay k yet 
the elements combine well. The Yeti Is involved in only a small 
section toward the end, whiqh gives rise to the notion that the 
game could actually have been called anything! Despite this, ■ ■ 
is well implemented and good fun to play, certainly not 
abominable. 

OVERALL 69% 



L 



OTHER FORMATS 

A Commodore 64 version is set for release although at the time 
of going to press Destiny could not confirm a release date. There 
are no plans for Amstrad or 16- bit conversions as yet. 



Many men have attempted to 
capture the abominable 
snowman, all have failed. Yeti - 
capitalising on Chris Bonnington's 
much "publicised seek-and- 

cgmrnunicate expedition 
revolves around a modern 
expedition whose objective is to 
capture the elusive creature at all 




VERSION UPDATE 



operandum 



BONE CRUNCHER 

Superior Software 



Amiga 

Diskette: £14,95 

FIRST released for the 
Commodore 64 and BBC earlier 
this year, and gaining 70% in 
TGM004. Amiga owners may now 
rest easy with the knowledge that 
Bone Cruncher is available for 
their machine, should they desire 
it. Under the player's control Bono, 
the entrepreneurial dragon, travels 



Little different to that of the Commodore 84 „ the Amiga 
characters are slightly better defined. The monster growls, 
speech and the theme tune wrtiich spiced up the Commodore 
version are gone! and the tune which does play is mediocre. 
Bono's bowel trouble is the only sound effect unique to the Amiga 
version p which hardly strains the might of a 512 K memory. Bone 
Crunchen on the Amiga plays just as well as the B-bit game and 
represents a cleverly designed and enjoyable puzzle, but it lacks 
any attempt at improvement over the s mailer machine versions. 

AMIGA 
OVERALL 61% 



around a many-levelled maze 
making soap for filthy monsters 
whilst trying to avoid his enemies, 
the Qiooks and the Spiders, The 
layout of the first few mazes in this 
Bouldertfash lam i liar, are relatively 
simple to deal with . . . but the 
deeper Bono goes the harder it 
becomes. 



** i«j 



-.. .. .r,., 



009*9, 

Armed with ten grenades, a rifle 

containing 50 rounds of 
ammunition and three lives, you, 
as i he brave explorer, trek across 
Ihe wild, snowy wastes m search 
of your quarry, The game begins at 
base camp, first objective being to 
survive long enough to reach the 
end of level 1. Obstacles both 
animate and inanimate block your 
path: huge buddhas throw bolts of 
lighting, mad meandering monks 
vie with each other to try and ki-ll 
you, and mystical wonders 
ceaselessly binder your journey - 
until you shoot them. Many 
obstacles are only passable by 
destroying them with a grenade, 
although a careful eye must be 
kept on the ammunitign SevFtl. 
Fortunately supplies are scattered 
around the playing area, and 
moving over them restocks your 
inventory, 

STAY FROSTY 

There is another hazard to be 
fated: much of the game rs set in 
mountainous Tibet where frostbite 
is a real threat. Constant 
monitoring of your body 
temperature meter is fequired, if il 
drops too low you are turned into 
a human icicle, although collecting 
a mystical fluid prevents this from 
happening. 

Crunching through the snow r 
blasting everything in s*gh| wrth 
bullets and grenades proves to be 
very enjoyable in this blend of 
shoot -"em -up and pick- "em -up 
played across a senes of 
horizontal fhek screens, which 
often reminds of Exofon, Th*> 
eponymous Yeti is occasionally 
glimpsed duhng the first three 
levels, but is impossible 10 catch 
untrl the fourth. Only I hen is the 
player is given the chance to 
ensnare it. and prove the legend of 
the Yeti to be true. 



11 ■ * i blasting 
everything in sight 
proves to be very 
enjoyable . 



ii 
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PUCK OFF! 



_ lastabail has quite a history; it was originally written 

[1 for the B-bit formats under the title Hyperbowl and 

J released at a budget price. Following a conversion to 

the Atari ST, st became part of Arcadia's Super Select 

System, and from that coin-op, has now been 

downloaded onto Amiga. The Amiga version of Blastabatt 

was converted by Pete Waterfield and D Anderson who 

together form part of Icon Design 




Set in the future. Blastabatt is a 
one-on-one competitive sport 
demed from ice hockey, Players 
compete on the Blastaball board, 
viewed from above, attempting to 
score points by bashing a massive 
pi*ck into their opponent's goal 
area. Each game has a time limit of 
three minutes Of is halted by the 
referee if either player scores nine 
points. Both players are equipped 
with similar craft, chosen from ten 
available designs. A class-one 
ship is easier to handle than a 
Glass-ten, therefore the lower the 
number you select the easier the 
game is 

TTie Blastaball board is spread 
over several screens, and play 
begins with the puck in the centre 
with the opponents either side of 
it Moving the puck is achieved by 
either colliding with it or firing at it 
with the cannon fixed to the nose 
Of the craft. There are two ways of 
scoring: a line goal scores one 
point and is awarded when the 
puck crosses the end of the 



playf ield and hits the barrier on the 
apposing side, or a full goal - for 
two po<nts - which is achieved by 
driving the puck into the 
opponent's goal mouth. 

A SPIN OFF 

Under the players control, via 
lOystick, the craft spins clockwise 
or anticlockwise and is propelled 
with a thruster, Deceleration, is 
also possible by pulling the 
joystick down. Craft five 10 ten 
have a homing facility for cannon 
tire, which means that unless a 
shot is absorbed by either the 
puck or the barriers, it cycles back 
on itself and hits the puck. 
Unfortunately in these cases, the 
shot hits the puck from befrnd and 
sends it in the opposite direction 
to the one required. 

8te$tahalt can be played by 
either one or two players. In one- 
player mode the board scrota 
around the craft, while with two 



From B-ijit to 16-bit f to coin-op and tack to l&*bit with a name-change in 
h&tween - Amiga screen 



AMIGA 

Diskette: £9.99 

A good, if challenging, 
conversion of the Arcadia 
game- The graphics are of a 
high standard - everything is 
suitably metallic and hi-tech 
but the front-end 

presentation is weak with no 
theme tune or loading 
screen. Craft control takes a 
little getting used to due to 
the high level of inertia - It's 
much more apparent on this 
version than on the others - 
but practice makes perfect. 
Riasiabai shoufd keep most 
Amiga owners happy for a 
while, though interest could 
soon be lost due to Hi 
simplistic concept; the game 
doesn't change much, it just 
gets harder, 

OVERALL 65% 



players it leaves the puck central, 
scrolling the board around it 
When two players are engaged in 
simultaneous combat the cratt 
often disappear from the screen as 
the action hots up: to get back on 
course follow the radar display 
shown at the top of the screen. 

Though Blastabatt is from 
Arcadia's Super Select System, 
do not eKpect it to be on par with 
Xenon - also part of the Arcadia 
range - it >s a neat offering, and 
enjoyable as a two-player gamti 
but could lose its appeal after 
some time. 



" » . . challenging 
conversion of the 

Arcadia game, 
though 

simplistic ■ 



ii 



VERSION UPDATE 

Snowman's land 



FROST BYTE 

Micro Value 



Atari ST: E1 4.95 



FOR many years the planet 
Cosmia had been a battleground. 
The foul creatures who inhabit its 
dark craters eventually win, and 
capture the vanquished Kreerers, 
imprisoning them in caverns far 
below the surface But Hockey r a 
brave young Kreezer, escapes, 
and vows to search the caverns 
for his five fnends and rescue them 
before beating a hasty retreat. 

Hickey is oi cylindrical shape 
and moves by flipping end over 
end- During his jerky travels he 
comes across three differing 
diamond-shaped sweets whose 
properties he can utilise by moving 
over them: with red sweets he 
moves faster, blue increase 
lumping power and green allow 
longer falls without sustaining 
damage. Ammunition is also 



available, vital if any headway is to 
be made as much of the game 



involves blasting the cavern 
denizens. Be warned however, 
some creatures are indestructible, 

and have to be dealt with carefully 
if progress is to be made. 

Below the primary screen is the 
display panel, split into three 
windows, left showing current 
object held, nght how many of five 
lives remain, centre the primary 
status display. Also shown is the 
"Twang" meter, indicating the 
amount of time left to rescue youi 



friends before they are eaten. 11 the 

captured Kreezers do become 
monster mash, the game ends. 

Frost Byts was released ages 
ago on Spectrum, Amstrad and 
Commodore 64, 




How dees sn eskimo bulk} m nous*?- '» gives It An old gag for an otet game 
kianewgwa* 



COMMENT 

Frost B/Il's ST graphics are 
bright and colourful, with 
delightfully evil looking 
monsters, The game's many 
levels, filled with platforms 
and Kreezer-munching 

monsters provide plenty of 
pixel -perfect Hazardous 

action. Although frustration 
can reign at first, with 
practice Hickey can be made 
to perform death-defying 
leaps and bounds across the 
screen p at which point the 
game becomes enjoyable. 
This implementation, as one 
might expect from a straight 
8-bit upgrade at a budget 
price, does not use the 
Atari's full potential, but the 
overall Impression is one of 
competence. 

ATARI ST 
OVERALL 65% 
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REVIEWS 



SNAKES ALIVE 



SIDEWINDER 



Mastertronic 

Following Xenon and Rock ford - The Arcade Game. 
comes yet another of Arcadia's coin -ops converted 
to the Amiga home computer - the machine which 
forms the basis of the actual arcade machine. Unlike 
the two earlier releases however, Sidewinder hits the 
streets under Mastertronic's own name and very much at 

a 16-bit budget prica 

To end a stalemate in the galaxy 



wide war, the aliens have launched 
Star Kilter. a gargantuan 
spaceship as big as a small planei. 



Earths entire fleet was sent out to 
destroy the monstrous spaceship 
- to little effect. Only the tiniest 
flaw in the leviathan's armour 



offers a slender hope - a mistake 
in the docking bay design which 

might allow a single seat tighter 
access to the craft's interior. That 
will be you, of course, 

Once inside- Star Killer, the 
fighter emerges in the water 
distribution level. Interceptors and 
numerous gun emplacements 
mean that surviving this area will 
be difficult, although power packs 
floating down the screen can be 
picked up to boost the rate and 
destrucliveness of firepower. On 
later levels power packs can turn 
the fighter semi-transparent, 
making rt invulnerable to enemy 
fighters, or alternatively allow 




A graphtcatty superb, prc&is quality Amiga shQQt- 'em-up a Sidewinder represents excellent value 
16-brt entertainment \ hovering 




appeal. Mastertronic have 
thoughtfully included an excellent 
choice of five different difficulty 
leveis, from Beginner to Master i all 
of which can be selected and 
changed while in play by pressing 
the F1 key. There is also a two- 
player option, with each player 
taking it in turn rather than both 
being on screen at the same time. 
A great deal ol game design has 
gone into Sidewtnder to ensure 
maximum payability The 
opponents always seem to be fair: 
once their threat is identified they 
can be reacted to quickly, 
sometimes almost 

subconsciously, and attention 
moved onto the next wave of 
enemy fire- This can tead to a great 
deal happening on screen, all of 
which the player can cope with 
until some unexpected new factor 
upsets the calculations. 



to enable time to 
completely destroy ground targets 
^n that area. Ail power packs are 
limited in endurance by time and 
distance covered. 

BROAD APPEAL 

At the end of the water distribution 
level there is a corridor which, in 
combination with a short disk 
access, will take the fighter 
through to the neat tevel. Here 
hydroponics are used to produce 
a wide variety of crops for the 
aliens which their well-armed 
crawlers gather in. Besides the 
usual gun emplacements and 
interceptors - five types in all - 
there are also mouths in the and 
sands which fire yet more missiles 
when they show themselves. The 
next section is the residential level 
followed by the flight deck and 
finally the control level - destroy 
this and the Star Killer will blow up. 
To ensure Sidewinds^* broad 



AMIGA 

Diskette: £9,99 

Sidewinder might appear to 
be the latest in a long -line of 
graphically superb Amiga 
shoot "em- ups> and visually 
it is of arcade quality; but it is 
set above the competition by 
three important factors. 
Firstly the sonic s; these are 
an aural delight which a 
reliable source at TGM 
identifies as owing a lot to. If 
not actually being, digitised 
from the BBC Or Wh> sound 
FX album. Our favour i te is the 
sound of the fighter's bullets 
thudding on enemy armour 
but they're ail very effective - 
and in stereo too. Second, is 
the ability to chose your own 
difficulty level; making it 
playable to a wide-range of 
people. In addition there's 
also the option to play the 
first levels, which might 
become easy, on a high 
difficulty setting, then switch 
to an easier one for 
unfamiliar levels. The mast 
important factor, however, is 
Sidewinder' a sheer 

payability, without which 
none of the rest would 
matter. At the same time the 
game never seems to 
demand the rigid pattern * 
following some arcade 
games impose on players. In 
short 5iddWiftd& ts a fun 
shoot-'em-up which, at the 
price, is a must. 

OVERALL 93% 



"Sidewinder is a fun 

shoot-'em-up 

which, at the price, 

Is a must." 
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REVIEWS 



THE INSIDES STORY 



GUTZ 

Special FX/Ocean 



cean's Special FX team have been hard at work again 

after last months epic blaster, Firefly. Gutz\$ classy 
shoot-'envupp from programmer Robbie Tinman 
with graphics by Andy Rixon and musical 
accompaniment from Fred Gray. The storyline and the 
game's objectives conjure up distinct images of the coin- 



op Alien Syndrome. 

investigating a ten million ton alien 
ambling slowly through space is 
no picnic - except for the alters 
when you prove Incompetent. 
Fortunately the planet -eating 
brute decided not to chew but 
merely swallow you whole, leaving 
you relatively safe within its major 
intestine. 

The objective is to travel through 
the alien's body - split into 16 
sections (four levels, with four sub- 
levels each} - destroying its 
kidneys, lungs K heart and brain; 
one of these major organs appears 
at the end of each level. 

The graphics are nicely drawn 
and thankfully not as gory as you 
might expect' 

ORGAN-ISER 

The body of the alien is a complex 
maze of passages and dead-ends 
infested by a multitude of pests 



On trte first to¥*f: our Hvtq dfac ei^r* 
the ftrxtpart Qf the in w&spon 



collected throughout the journey - 
different weapons kill different 
pests - there is no single weapon 
available that can defeat all the 
varieties encountered An extra life 
is awarded at 10,000 points, which 
is mean, considering the amount 
of mayhem faced. 

A map may be found on level "\ 
and it can be used at any time to 
show your exact location in the 
maze. However, its use is 
restricted by a time limit, 

In preparation to loll the organs, 
three parts of a laser cannon and a 
key to the protection chamber 




have to be located within the sub- 
levels. Having defeated a parasite- 
spitting organ the next level is 
made accessible, and thts format 
continues until the brain is reached 
and destroyed. 



COMMODORE 64/ 
128 

Cassette: £8,95 

Gut/ ia the kind of game to 
get worked up over. 
Although it Is not frustrating, 
should concentration lapse 
within the compl tested 
mates p you could find 
yourself on a hiding to 
nowhere. Gulz Is immediately 
playable - the map and first 
weapon are not far from the 
starting point - but as 
progress is madet so the 
game play becomes 

increasingly difficult. 

Although the animation is 
slicto, the sound - while good 
- does little to enhance 
atmosphere, and generally 
Gulr is not as polished as 
Firefly. But it still provides a 
challenge and Instils 

immense satisfaction as 
each level ^s completer! 

OVERALL 77% 



and parasites, all of which are 

deadly. Extra armament can be 




SPECTRUM 48/1 28 

Cassette: £7.95 

Should be available by the time you read this. The same game, 
but obviously the graphics wHI be of the monochromatic style, 



u 



not as polished as Firefly, but it still 
provides a challenge ..." 



VERSION UPDATE 

Conversion of the month 



CYBERNOIO 

Hewson 



Commodore 64/1 28 
Cassette: £9,99 
Diskette: £14.99 



RAFFAELE CECCO's futuristic 
shoot- em -up i& a massive 
Spectrum/Amstrad hit (reviewed 
TGM0O5). TJhe C64 conversion, by 

Nick Jones, has been done very 
much keeping in mind past 
complaints that Spectrum -to- 
Commodore conversions are 
frowned upon if the resulting game 




retains its graphical origins too 
much. 

A series of interconnected 
roams l&ad to depots where 
Cybernoid - the fighting machine 
- aims to deposit valuable 
supplies retrieved from renegade 
robot forces that have invaded the 
planet and left it barren of all 
supplies, There is only one route 
to follow through the tunnel as, 



having eniered on© mom, you 
cannot retreat. Rooms are 
equipped with automatic defence 
Systems and swarm with enemy 
robots - though Cybernoid has a 
series of sir weaponry systems to 
fight with. Strategic use of the 
weapons is essential - the 
different rooms need different use 
of weapons to overcome 
individual hazards. 



COMMENT 

Cybernoid* an excellent strategic shoot^-em-up. is equally as 
impressive on the Commodore as its Spectrum and Am s trad 
counterparts. The colour used is, unlike the extensively bright 
Spectrum version, mainfy metallic - blues, greys and purples 
with the odd bit of galactic greenery. This has th* advantage of 
giving the game atmosphere - of a sort. Ourte a novelty for the 
Commodore is the Define Keys options, and surprisingly 
Cybernoid plays a tot better on keys than joystick, Sound has been 
welt executed, with either a theme tune or sound FX running 
throughout the game, Cyber noia retains its addictive challenge 
and represents one of the best Commodore buys this month. 

COMMODORE 64/128 
OVERALL 85% 
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REVIEWS 



A COMMODORE ON 
YOUR COMMODORE 



STRIKE FLEET 



Electronic Aits 



Once again the Litcasfilm team of Noah Faistem K&n 
Mackilin and Larry Holland, who last gave us the 
PHM Pegasus \ have turned in a seafaring simulation. 
This team of writers - whose interests range from 
fantasy artwork to prehistoric archaeology - are already 
pfenning their next caflaboration. but it's a well-kept 
secret. 




Ten missions are on offer, from a 
SFmpie patrol through to World 
War HI conflicts against Russian 
naval and air forces. Alternatively, 
the seasoned commander can try 
the campaign made up of the four 
most difficult scenarios on the 
dtek. Whatever the decision, load 
and save options are available 
upon completing a mission. 

Once a mission has been 
selected, the Nato shipyard is 
displayed. Vessels from each 
warship class can be added to or 
taken from the fleet depending on 
both the commander's personal 
choice of fleet composition and 
the mission chosen 

Once the fleet is ready, the 
mission begins. Following in the 
same style as PHM Pegasus, 
Strike Fleet offers two views, one 
from the bridge of the currently 
controlled ship and a map view 
showing the combat area and the 
vessels detected within it. Orders 
can be issued from the map screen 
to individual ships or the fleet as a 
whole and, if necessary, the fleet 



can be split up into smaller groups, 
very useful if a targe area of sea 
has to be searched qurckly. 



FLEET OF STRENGTH 

The Pegasus influence as also 
apparent m the bndge view Sprit 
into three, the top section '5 the 
binocular view of targetted craft 

and target data r the middle sectton 
shows the ocean ahead and the 
lower thurd displays the main 
systems of the currentry controlled 
ship. Extra features available to 
the Strike Ftoetf Commander 
include a sonar display for 
detecting enemy attack 

submarines, on board helicopters 
to provide w*de range radar and 
sonar cover, remote and manual 
tracking systems and an extensive 
array of defensive and offensive 
weapons. 

During a mission, the 
commander can expect to 
encounter patrol boats, cargo 
ships r mighty battle cruisers, 
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Tine 
bos been hit- 



The main attack screen us seen from thm bridge with the bmt>cutar vt&w 
showing A successful hit in close up - Comm&dure &4 3Cfe#n 



missile frigates, attack 

submannes and air force bombers 
as well as the deadly anti-ship 
msssiies frequently launched. In ail 
conflicts the commander is faced 
with the decision to fire first or wart 
until fired upon. The decision 
made determines the fate of the 
fleet, and unwarranted 

provocation of the enemy 
invariably leads to total fleet 
destruction and a court-martial. 
The key to success is to exercise 
caution al all times, use limited 
force and above all try to keep the 
fleet Intact, 

On the armament front, anti- 
ship and anti-air missiles are 
available, a ship gun provides long 
range firepower, submarines can 



The attractive in-port screen where matenef and supplies at* toadect - 
Commodore 64 screen 




be taken out with torpedoes or 
ASROC missiles. As a Fast ditch 
defence against incoming 
missiles, chaff can be launched or 
the Phalan* close- in gun 
activated, 

lucasfilm know whai makes a 
good game. Strike Fleet has 
action, strategy, depth and 
play ability. No! quite a departure 
from PHM Pegasus but enpyable 
nonetheless. 



COMMODORE 64 

Diskette: £14.95 

The challenge Is even 
stronger in Strike Fleet than its 
predecessor, PHM Pegasus. 
The ten missions are no 
pushover. Even the first few 
tasks, such as the relatively 
low- risk Stark Realities 
mission can pose problems 
rf you're not careful 
Graphically; the game 
closely follows the 

successful style of PHM 
Pegasus, and is absorbing, 
thought-provoking, 
demanding and a highly 
realistic computer 

representation of modern 
naval warfare. 

OVERALL 85% 



OTHER FORMATS 

There are no plans to convert 
to any other format, 



"Strike Fleet has 

action, strategy, 

depth and 

payability." 
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kmW COME TRUE! 



yOU HAVE BEEN SWALLOWED! EATEN ALIVE BY AN EXTftEM£LV HUNGRY TEN MILLION TONNE MEGABEING THE SIZE OF THE MOON, 

ON A JOURNEY TO EARTH FOR ITS MAIN COURSEf 

NOW TRAPPED WITHIN THIS RAVENOUS MONSTER FIGHT ITS ANTIBODIES TO GAIN ACCESS TO THE MAIN FUNCTIONS IN ORDER TO 

SHUT THEM DOWN - AND THAT'S NOT EASY! THEN BUILD A SPECIAL WEAPON, BREACH THE DEFENSIVE DOORS , , . JUST FOR STARTERS! 

Orpan Software Limited - 6 Cenlfal Streel - Manchester ■ M2 5NS ■ Telephone 061 832 6633 - Telex 669377 OCEANS G 
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Initiating his internal computer, Bob Winner, android No. 0, could at last 

breathe again . . . New York ... the Docks were deserted ... or were they? No! 

The OTHER ONE was there . . . one of the men sent to destroy him . . . 

He had a mission to complete, but first he needed to find the weapons to 

defeat his opponents. A gun-fight, a boxing bout, a kick tight. But 

that was not all. He knew he would have to overcome many other 

obstacles. The quicksand and marshes, 
the giant wasps he knew would 

attack him. 

Strength alone would not suffice. He 

needed intelligence and wits if he was 

ever to reach the secret temple . . . 
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• A completely new 
generation adventure game. 

• Amazing digitized graphics - 
set in London, New York and 
Paris, 

• Joystick or keyboard. 



AVAILABLE ON: 
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SYSTEM 


FORMAT 


PRICE 


Commodore 64/128 

Commodore 64/1 28 

Am strad/S C h n e i de r 

Amstrad/Schneider 

Amstrad PCW 

Atari ST 

IBM PC + Compatibles 


Cassette 
Disc 

Cassette 
Disc 


£9.99 
£14.99 

£9.99 
£14.99 
£19.99 
£19.99 
£24.99 



LORICIELS LTD. 

Elite Systems Limited. Eastern Avenue. Lichfield Staffs WS13 GflX 

Tetex: 336130 ELITE G 
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AMSTRAD ATARI SCREENSHOTS 



REVIEWS 



CLONED AGAIN 



GOTHIK 



Firebird 



The I i st the of g arnes whi c h have cl oned Gauntlet since 
its arrival on the home computer scene is extensive. 
It is a genre which has tended to be successful to 
date, although few have seriously challenged the 
gameplay or addictiveness of the original. Could the new 
Firebird release, Gomikbe the one to topple Gauntlet from 
its pedestal? 



The wizard Hasnnaxx - an 
accomplished mage - was a great 
friend to the peopte of Belom. Life 
was good until one dark day an 
evil tord arrived, heading a great 
amy The people feared the tyrant 
for he could cast powerful spells 
and tr>ey would riot bear arms 
against him, Hasrinaxx tried in vain 



to defeat the conquerors, but 
without help from the people He 
failed and was taken prisoner. 

The evil lord enslaved the 
people and set them to work 
building a castle. When complete, 
he cast a spell over Hasrinaxs to 
ensure the wizard could never be 
set free. He split the mage's body 




Ofaf or Oiga are fiusy seeking Six. parts of the wixaiti's body to put him beck 
together again - & Gauntlet strfe flam* for the Amstrmt 



into six parts, and sealed each in a 
secret chamber guarded by a 
ferocious demon. 

One day a young warrior was 
passing the castle, when a 
mysterious voice spoke to him, 
beckoning him to enter and rescue 
the wizard. He could not refuse. 
You take the part of the warrior, 
honour bound to recover and 
reunite the six parts of Hasrinaxx's 
body. 

FLUID DRUID 

Gothik offers alternate characters 
to play: Olga, who possesses 
strong magical powers, or Glaf. 
strong of arm and swift m the use 
of arrows. Three weapons ar 
available at first- lightning bote, 
arrows and fireballs - the latter 
being capable of destroying waf Is. 
The game display is in traditional 
Gaun ttet style, ie: seen tn plan form 
from above. Potions to both aid 
and hinder are hidden within the 
castle which can increase your 
weapon inventory and power, 
nullify enemy fire and befriend new 
creatures. Their effect may last for 
only a few seconds or for up to a 
minute- 
Other useful items to be found 
are: food to replenish energy, gold, 
firestorms, quivers, the chalice of 
wisdom, magic relics, shields, and 
bonus lives. Some are to be found 
in corridors, others in rooms 
guarded by bracken - which 
thankfully may be incinerated by 
using a fireball. However, be 
warned, excessive use of either 
firebaHsor lightning boils depletes 
your magic strength rapidly. 

Once a level has been 
successfuily explored and the 
bonus items collected, entering a 
portal whisks you on to the next 
level-, 



AMSTRAD CPC 

Cassette: £8,96 
Diskette: £1495 

Qoitiik is a competent 
example of the Gauntlet 
genre, with bright and 
cheerful, if slightly totocky 
character sprites stomping 
around the dungeon, The 
music and sound effects are 
jolly enough, though nothing 
spectacular, Animation is 
basic: the main character 
doesn't move his/her legs 
when walking vertically, and 
overall the speed is slow. 
Olga and Olaf look too similar 
on Hie option screen, 
thankfully their respective 
names are highlighted to 
avoid too much confusion, 

OVERALL 57% 



OTHER FORMATS 

The Amstrad version wine 
the 8- bit release stakes by a 
hair" & breadth - two others 
should be available by the 
time you read this. 
Commodore 64/128: 
Cassette £9.95, Diskette: 
E1 2.95 and Spectrum: 
Cassette £7.95 
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. Gothik Is a 
competent example 
of the Gauntlet 
genre . 
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VERSION UPDATE 



The old grey fox 



SKYFOX 

Electronic Arts 



Atari ST: £14.95 

FOUR years after its first software 
(light - it was a big Commodore 64 

hit, and didn't fare too badly on the 
Spectrum - Skyfox has been 
rolted out on trie Atari STs 
eteetronic runway. The action may 
be set on a Federation asteroid 
base, but, in a startling similarity to 
Earth it too has a requirement for 
inexperienced pilots to save it from 
Certain destruction. The craft 



designed to undertake this task, 
Skyfox is equipped with lasers, 
heat-seeking and radar-guided 
missiles, This armament is put to 
good use when taking on enemy 
motherships capable of producing 
tanks and jets which aim to 
destroy Skyfox and its vital bases. 
For pilots lacking the skill to 
mslantly tackle one of the seven 
different invasion scenarios, there 
are eight training missions to 
practice on and five skill levels. 



COMMENT 

COMBINING strategic elements with rapid -lire air-to-air and air-to- 
ground arcade action. Skyfox should be good. Unfortunately the 
action, while competent, is nothing special , and the strategic 
element - destroying the mother ships first while guarding home- 
bases - is simplistic. No attempt has been made to rewrite the 
game in the interim, it is an exact copy of the 64 version of old. At 
its low 1fi-bit price, Skyfox offers reasonable fun H but nothing to 
seriously compete with the likes of either Gunship «, indeed, 
more recent Electronic Arts releases. 

ATARI ST 
OVERALL 60% 




TO BOULDER GO 



ROCKFORD - THE ARCADE GAME 



Melbourne House 



Rockford started life as a lowly sprite dashing about 
the caves in Boulder Dash, grabbing diamonds and 
suffering numerous rockfalls; and he returned in 
Rockford's Riot. Such was his success, that besides 
becoming a margin star in ZZAP 64!, more sequels have 
been made of Boulder Dash than of Jaws. 




Unusuafty attractive colouring taftfr* PC 

Rockford has changed, the up hi costume. According to which 
famous sprite has been dressed | one of five worlds he digits 



Rockford appears as e-ither a 
hunger, chef, cowboy, spaceman 
or doctor, This Arcadia coin-op 
conversion remains essentially the 
same as when Boulder Dash first 
appeared: to escape from each 
level Rockford has to pick up a 
specific number of objects and 
find the exit door before time nuns 
out. On some screens getting 
objects simply involves moving 
boulders by either pushing them 
or munching the stuff they rest on 
Puzzles of this sort can be very 
intricate and on later screens there 
are added complications such as 
needing to kill monsters by 
dropping boulders on them and 
using explosions to destroy walls. 

TREASURE HUNT 

A status Jme at the top of the 

screen shgws the number of 
treasures you need to collect, time 
remaining, lives left, level number 
and which world you are on. Each 
world contains four levels, {the 
order differs according to your 
computer make) and each level is 
made up of four screens - there 
are 80 screens overall. 

Given that visually Ftockfortf is 
not great - it never relied on that - 
and sound maintains a low proMe. 



the fact remains thai the 

underlying gameplay Is as 
addictive and challenging as ever 
- simple to play but very difficult to 
master 



r 



IBM PC 

Diskette: £19,99 

The decision to transform 
the Rockford sprite for t+ie 
arcades was probably quite 
justified, but on lesser 
machines it is a drawback. 
On the first world he r s poorly 
drawn and the graphics lack 
appeal. Subsequent worlds 
are more attractive but rarely 
match the charm of the 
original game. Thoughtfully 
the packaging includes both 
3" and 5.25 "disks. 

OVERALL 70% 



AMIGA 

Diskette: £19,99 

Due any day p the only 
surprise is that it wasn't the 
first version out, seeing as 
how the conversion is a 
straight download from 
Arcadia's Amiga coin-op 
board. With possibly better 
sound, if should be pretty 
similar to the ST version. 



BLOWING IN THE 



WIND 



THE CHERNOBYL SYNDROME 



US Gold 



US Gold caused a controversial storm with Raid Over 
Moscow some years back, and they have done it 
again with this simulation. Accusations of 
'sensationalism ' have been thrown at the title and its 
packaging - which is obviously designed to catch the eye, 
although it hardly reflects the more serious nature of a 
game that asks whether you could have prevented the 
Chernobyl nuclear disaster. There are no other format 

releases planned. 
The accompanying instructions - 
detailed, but with a tew vital paints 
inexplicably missing - also give an 
interesting account of the famous 
nuclear mishap, plus some useful 
Dae kg round On how nuclear 
reactors operate - and 
misbehave. 
Put simply, the reactor core is 



made up of thousands of uranium 
gxide rods clad in zirconium tubes. 
When the uranium is brought 
together it creates enormous heat 
- used to produce steam to drive 
turbines and make electricity- and 
radiation . Radiation -absorbing 
graphite rods can be lowered into 
the core to control the va$i release 



of energy. 

First you log onto the power 
station monitoring computer, 
through which you are informed of 
the plant's current status. By 
typing in command words, you 
control the reactor's systems, 
Through the terminal five displays 
are available: a plan of the plant; a 
graph showing how much of the 
control rods are inside the core: a 
diagram of the core displaying its 
temperature and that of the 
coolant which is shown flowing 
through the reactor: a panel of 
power gauges; a panel of alarm 
hghts; an annunciator display 
showing the status of valves and 
other indicators. 



TIME TO SCRAM 

The computer runs checks on the 
systems, shown on screen 

messages. These inform you of 
dangerous pressures or 

temperatures in the core which 
could lead to problem situations. 
Your task is to adjust the status of 
one or more systems using the 
command window in Ihe lower 
part of the screen. If the simulation 
indicates thai a vital part of the 
reactor system is failing, there is 
the possibility of a heat buildup or 
a radiation leak. If you cannot 
quickly think of a solution to the 
problem, the best alternative is to 
Initiate b SCRAM (effectively 
shutting down the plant} and 
evacuate 

Despite the sensationalism of 
the packaging. Cfremobylis realty 
a very straight-laced, inoffensive 
Simulation with nothing much in 
the way of exciting action. Its 
interest lies mainly in the 
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REVIEWS 



ATARI ST 

Diskette: £19.99 

Atari ST-ownmg readers 
familiar with Boulder Dash 
should welcome the arrival 
of Rockforti from the arcades. 
Like Melbourne Houses 
previous title Xenon, the 
conversion has proved 
remarkably accurate. Colour 
is used extensively and the 
scrolling is adequate. Very 
professional in appearance, 
the graphics - although a 
little on the smell side - are 
detailed and in general use 
colour well, with the 
exception of one or two 
garishly coloured levels. A 
good implementation or the 
coin-op with enough in it to 
keep any Bouter D&ti addict 
playing lor ages. 

OVERALL 74% 



OTHER FORMATS 

5- bit version? may follow on 
Mastertronlc's new budget- 
plus MAD-X range. 



"... the gameplay 

is as addictive and 

challenging as 



VERSION UPDATE 

Our man 
Albatross 



ROLLING THUNDER 

US Gold 



Commodore 64/128 
Cassette;£9.99 
Diskette: £12.99 

NAM CO's coin-op game, Foiling 

Thunder, fully reviewed far the 
Spectrum and Amstrad CPC in 
TGM004. 1 5 now available for the 
Commodore 64/128, Assuming 
the role of undercover cop 
Albatross and undertaking his 
battle against G^dra, you tight 
your way through ten levels of 
multi-scrolling action, tackling the 
obstacles and armed opposition 
encountered. The further you get 
the tougher the action. To 
complete the game, Albatross has 
to fight his way to, and 
subsequently defeat Maboo, head 
of the evi! organisation intent on 
world domination. 



COMMENT 

Graphically identical to tfi* Atari ST version, it even incorporates 
th« $ame mediocre scrolling,, although sonic ally it is far superior. 
The music Is MenrJcal to the arcade game and discreetly accom- 
panies ma sound FX without ever threatening to overwhelm 
them. When doors open you don't need to look to know what li 
happening - unlike on the Atari ST - and gunshot noises are 
similarly convincing. This makes the Amiga Rolling Thi 
superior, although it does cost five pounds more than the Atari 
ST game- 

AMIGA 
OVERALL 79% 



COMMENT 

Namco's fast and furious arcade game should have translated 
well, unfortunately this is not the case. The graphics of the 
animated characters and backdrops are blooky, drab and lack 
detail This, combined with the shallow music and basic sound 
effects, makes Ftoing Thundef an average platforms-and- 
shooting game that l-achs the addictive qualities of the other a-bit 
versions. 

COMMODORE 64/128 
OVERALL 58% 



ever. 



II 




COMMENT 

The scroll Irtg Is ropy fl nd the tune Is I ist less - as are the sound FX . 
The graphics, however, are bright, detailed and improve sub- 
stantially after level 2, although character animation could be 
better. Visually Roll ng Thunder is a neat conversion of the arcade 
game and retains its consistent, although rtpelitive, playebi 

ATARI ST 
OVERALL 74% 







thoroughness with which the 
programmers have researched the 
issues of nuclear power: this 
complexity gives a strong. If 



simplified, feeling of control over 
the reactor, The game can be 
bewildering at first but a great 
deal of satisfaction is gained once 



you begin to successfully maintain 
the plant. 

One ofsflwrfll rather fedteu* 
looking screens - Commodore S* 




COMMODORE 64/ 
128 

Cassette: £9.99 
Diskette: £11.99 

Graphically reminiscent of 
Open University lectures , 
with functional, colourful and 
clear diagrams, Chernobyl 
does provide a credible 
simulation w^h reasonable 
grabbing potential if you 
have the patience to 
persevere, and while you do, 
it's supported by some very 
atmospheric and disturbing 
sound FX. As a simulation it's 
good (though the 

instructions could have been 
clearer), as a game it's 
reasonable: either way. it's 
engrossing end unusual 
enough to deserve attention, 
despite the silly box, 

OVERALL 64% 



"Chernobyl gives a 

strong, If simplified, 

feeling of control 

over the reactor. " 
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THE FLINTSTONES 

Grand Slam Entertainments 



Taking time off from advartisi rig breakfast cereals, the 
Flintstones will soon appear on most home 
computers via GrandSlam Entertainments, It isn't the 
first time the famous stone- age family has been 
pixelated, Quicksilva had a less than first-rate attempt 
with Yabha Dabh® Doo when the company was under 
Argus Press - the umbrella that so impressed Stephen 
Hall, he bought it, and with it rights to a subsequent 
FNntstones game. The programming is by Tequ© 
Software Development, who also did the we 1 1 -received 
Terramex. 



The On ly exc itement Fred ' T wi n k le 
Toes' Rintstone wants in life, is to 
do battle with Barney Butter 
Fingers' Rubble in a game of 
bowks at the Bedrock Super- Bow I. 
But life is never so simple; before 
he is altowed to, there is a promise 
made to Wilma to fulfill: redecorate 
the living room, 

Fred's mood is as grey as the 
paint he daubs on the wells, but he 
has to hurry if he wants to finish 
before the bowling alley closes. A 
ladder helps reach the top of the 



wall, but when he moves lower 
down Fred has to watch out for 
young Pebbles who has decided 
to scnbble on the stonework. 
Returning his daughter to her 
playpen entails Fred dropping the 
brush, and since this is actually a 
squirrel, it happily bounds about 
until he can recapture the darned 
thing. 

Scoring is somewhat out of the 
ordinary passing tame is Shown by 
an hourglass, when the sand runs 
out, Fred loses one of four mini- 



hourglasses, when all af& lost, he 
loses one of four lives and has to 
start his task again. When this 
happens, Fred doesn't start 
gaming points again until he 
scores more than on his previous 
attempt, 

DIY complete, it is time to climb 
into the car and race to the Super- 
Sow I before it closes. Avoiding the 
many rocks on the road is quite a 



task though. Hitting any at hsgh 
speed results in a wheel dropping 
oft; forcing Fred to stop and 
replace it before he can continue 
his journey. These delays can be 
fatal rf Fred is late and the atoy 
closed - he loses a life 

IN LIKE FLINTSTONE 

Once at the bowling ally the 
contest begins. The screen is 

divided in two: on the left side Fred 
Stands ready to bowk, you can 
move h im across t he al ley to select 
where he throws from. You can 
aFso set the spin he puts on the ball 
and control I he sp^ed Of the throw 

Every prBhtstonc Frad's dream: art 
afternoon spent playing bow/s wtth 
yer mates down at the Bedrock Alley 




VERSION UPDATE 

Planet carefully 



MEGA-APOCALYPSE 

Martech 



Spectrum: EB.99 

RELEASED on the 

Commodore 64 late last year H 
Mega-Apocalypse enjoyed a 
great deal of acdaim as a superb 



update of Crazy Corners. The 
scenario, then as now, is 
refreshingly direct - travel through 
space, find strange new worlds 



and destroy them. 

Divided into two sections, in the 
first you add equipment to your 
ship by crashing into some 
objects, while avoiding collisions 
with the comets whizzing about 
the screen. In the second alien 
worlds whirl around in dazzling 
combat manoeuvres attempting 
to coHide with you. When they first 
appear in the distance, the planets 
can be despatched easily, but 



growing nearer, they require 
numerous hits to destroy them A1 
a level's end a mega- planet must 
be disposed of before the next 
level can be reached. Another 
equfcpment screen follows and the 
whole cycle is repeated. Other 
nuisances are comets which 
appear without warning at the 
edges of the screens and large 
planets that can materialise 
anywhere. 




COMMENT 

Mega-Apocalypsu is yet another example of the wall- worn truism 
that Commodore 64 shoot- 'em -ups rarely convert well to the 
Spectrum. The Commodore version included a stunning star 
held, speech and a two -pi ay era on screen option - none of these 
appear on the Spectrum game. Music and sound effects are 
reasonable on the 12B. but non-existent on the 4fiK version. 
Equipment add-ons are purported to be numerous, but on initial 
levels all that's available is a joint rotate -ship and auto- fire 
system. The latter allows rotation to be controlled by the fire 
button, which gets confusing on equipment screens as control 
than reverts back lo normal. Difficult and repetitive Mega* 
Apocalypse's magic has largely been lost in the conversion. 

SPECTRUM 
OVERALL 55% 
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REVIEWS 



r 



i 



ATARI ST 

Diskette; £19.95 

Identical to the Amiga version in graphic? and game play, only the 
sound differs - as one might expect - through being slightly 
poorer in quality, 

OVERALL 75% 



Wttma's mother's c&ming to visit* and the ol ' homestead coutd do with a spot 
of redecorating, not Frad's best-loved chore - Amiga screen 




with the (ire button, As in a 
standard ten- pin bawling game 
each player gets two throws per 
turn (or frame) and ten frames per 
game, unless a player gets a strike 
- in which case he might have 
another frame added on at the 
end. Thr« games make up & 
match meaning Fred gets to bowl 
60 rimes before proceeding onto 
the next section, 

At the end of each turn Barney is 
shown having his two bowls. 
Unlike all the other game sections 
the bowling has no time timit, even 
if Fred loses he can go onto the 
final section. Watching Barney 
bowl may initially give helpful 
hinta, but soon becomes an 
unnecessary time- waster in very 
k>ng games. The length of each 
game to made yet longer by the 
long-winded restocking of the pins 
after each bowl - this is taking 
realism loo far. 

Incentive to do well is provided 
by points, with Fred's bawling 
score being doubled and added to 
his game total - once Barney's 
score is subtracted — at the end of 
each game. 

Fred eventually returns home to 
find Wilma distressed by the 
disappearance of Pebbles, he sets 
off to search for his daughter and 
finds her clinging to a girder on a 
building site. The site is haunted 



by enormous nuts and bolts which 
have to be avoided. Should he be 
too cautious however, time runs 
out and Fred loses a life. Should 
Mr Flintstone lose all his lives, 
Barney will rescue Pebbles 
showing Fred to be a miserable 
failure. 



SPECTRUM 48K 

Cassette: EB.95 

AMSTRAD CPC 

Cassette: £8.95 
Diskette: £12,95 

COMMODORE 64/ 
128 

Cassette: £9.95 
Diskette: Cl 4,95 

MSXII 

Cassette: £8.95 

Release dates for all 3-bit 
versions: end of AprrL THE 
GAMES MACHINE is reliably 
informed that all formats will 
have gameplay identical to 
the review above- even the 
Spectrum will have a 
digitised 'Yabtra Dabba 
Ooo!" at its start. 



AMIGA 

Diskette: £19.95 

The Mini stones, has graphics that could challenge the TV cartoon 
which, together with an excellent rendition of the theme -tune, 
played throughout, plus a digitised "Yabba Dabba Doti\ 
establishes first class presentation. The game is no less 
impressive, although from the beginning, progress is difficult - 
perhaps, with only 30 screens in total, they thought players 
should work damned hard to see them! However, the aesthetic 
appeal created by the sound and graphics is sufficient to impel 
you to reach the next screen or level. If you have the patience. The 
Flmtstones could provide an amusing, if generally tough 
challenge 

OVERALL 76% 
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. . graphics that could challenge the 
cartoon ... an amusing, tough 
challenge." 



VERSION UPDATE 

Court of the crimson 
king 



RASTAN SAGA 

Imagine 



Spectrum Cassette: £7 J5 
Spectrum + 3 Diskette; £14.95 

MAR ANN A was a peaceful land D 
until The wioked wizard, Karg came 
atong. Thwarted in his attempts (0 
overthrow the throne, Karg takes 
revenge by opening a mystical 
portal that allows access from the 
pits of hell. Evil creatures now 
roam the land leaving death and 
chaos m iheir wake. Fortunately 
one man has proved himself 
capable of facing the demonic 
hordes, the king of Maranna, 
Rastan. 

You take the part of Rastan and 
undertake his task to travel 
through the kingdom destroying 
all in his path until you reach the 
distant land ruled by Karg, Ttnere 
you must face and defeat the evil 
one in his deadliest guise - the 
soul sucking dragon. 

The game is split into six levels, 
each one filled with blood- thirsty 
creatures from hell - necessitating 
the five lives awarded to Rastan, 

Armed with a bas^c sword at the 
outset, Rastan finds more 
powerful weapons as he traverses 



the landscape; a mace, an axe and 
a lettial fire sword. Killing the 
demons earns points and reveals 
any useful objects they may be 
carrying, including a shield that 
reduces damage, medicine to 
replenish energy, and a rod that 
awards a bonus, Only when 
Rastan has fought his way through 
the many realms of hss besieged 
kingdom, can he finally challenge 
Karg. defeat hrm &nd restore 
peace once more lo Maranna, 

Ntcefy detailed graptttea help this 
excett&nt Spectrum romp 
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COMMENT 

Rastan Sags is a great hack and slay game in the best tradition 
Grnphically sound, the macho, axe-wietding Barbarian sprite 
cheerfully slaughters his way across the nicely detailed 
backdrops, The various demonic hordes are also well drawn and 
fulfill the*r attempts to sl*y Rastan with great »al. The game 
hooks you from the start, and great enjoyment is to be found 
hacking the evil minions and sending them back to the hell from 
which they spawned. Overall an enjoyable romp through the 
violent world of the Barbarian king. 

SPECTRUM 
OVERALL 85% 
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ON THE REBOUND 
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ALL CONSTRUCTION SET 



Electrofitc Arts 

n a way, this should really be a Version Update review, 

because Pintail Construction Set made its first 

appearance on the Commodore 64 back in 1985 on 

the Ariolasoft label. But as that was over two years 

ago now, it seems only fair to give this new PC version the 

full treatment. Critical response to the original 8 -bit kit was 

highfy favourable. Now Electronic Arts are making it 

available to PC owners in the UK 

Pinbatt Construction Set, or PCS, 




is just what it cfaims to be - a 
complete pmball design utility 
whkrh requires no programming 
■Mftl whatsoever. Once designed 
games can be saved to disk for 
later playing, and |ust lo give you 
the flavour of things there are five 
example games included. 

The main screen drspfay is 
divided m two vertically: blank 
pmbaii table on the ieh 4 design 
icons on the right. Of lhe$£„ 1 7 are 
pinball parts - flippers, bumpers 
etc - in the form of polygons, 
which can be moved over onto the 
table by using the hand pointer. 
Included among these parts are 
such things as magnets to twist 
the bails movement and tones to 
make pathways for the ball. In 
addition, there are several 
command icons for use in 
designing the polygons used m the 
pinball game. 

SHAPE OF THINGS TO 
COME 

The firs! of these reshape icons, 
an arrow, creates control squares 
on the polygons and game sides 
when selected- Kthe pointer- now 
an arrow - is placed on one of 
Ihese squares, the shape can be 
dragged into a dramatic new form. 
More control squares can be 



added by I he second icon - a 
hammer - or eliminated by the 
third icon - scissors. This last 
f uncuon is useful if you have pulled 



go) can rapidly design tables of 
magnificent ynplayability s 

Next command scon is a paint 
brush with three colour choices 
below. (A wide choice of these 
three colours can be cycled 
through on some machines - and 
doesn't include standard 
background black.) At the crudest 
levef the brush and paints can be 
used simply to change the colour 
of selected shapes, However 
when us&d in conjunction with a 
magnifying glass icon then pretty 
much anyifriing on the board, plus 



One of the demo screaks, jusf to show fww it's done, complete with toga 
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something into an unworkable 
new form - delete the square and 
the mistake disappears too. But be 
warned, the flexibility of this 
system of destgn and theease with 
which it can be done, means that 
the pinball novice (as we 
discovered at THE GAMES 
MACHINE when one such had a 



t he ftcofs/l it le area* to the right , can 
be decorated a ptxe* at a time, If 
you have the patience you coukJ 
do a fancy logo for the game. 

Testing the game under 
construction ts performed by 
another icon , while a world symbol 
gives the player control over 
gravity, ball speed, bumper kick 



and the elasticity ol sides and 

flippers. The next icon means the 
player can establish scores and 
even sounds for targets, plus 
bonuses. The final icon is a disk by 
which games can be saved, 
loaded, played and copied. 
(Copies can only be played with 
the PCS dr.sk,) 

Amstrad PC players should note 
that the joystick option refers to 
analogue joysticks used with a 
joystick card. 



PC 

Diskette: El 4,95 

ill Construction Set is 
without any doubt the last 
word in such utilities, its icon 
system la essentially 
straightforward, though with 
such a wealth of options 
extremely complex results 
can be obtained - given 
sufficient patience. If you're 
a fan of pinball games I ,' is. 
unmissable and could even 
be used to recreate favourite 
pinball tables such as Spy 
Hunter end Space Shuttle. For 
non-fans the enormous 
range of options available 
might prove enticing for the 
creative but essentially it is 
just a pinball game, and 
whether you like such games 
or not should essentially 
govern your reaction to this 
admittedly superb utility. 

OVERALL 84% 



"Pinball Construction 

Set is without doubt 

the last word In such 

utilities." 



VERSION UPDATE 

A prime evil 



PREDATOR 

Activision 



Atari ST Diskette: £14.99 



ALL the gore and ultra- violence of 
the latest Arnold Schwarzenegger 
film comes lo the ST from 
Activision, \n Pr&dfitOr - the game 
of the film - you step urto the shoes 

Slaughter in the }ungte ~ mttogefher mpre defatted ([{therefore more 
aft) on fh# ST 




of Schwarzenegger, leader of a 
CTBCk team of commandos on a 
rescue mission in the Central 
American jungle, Things go wrong 
when the team is forced to retreal 
after the mission is aborted. Then 
real bloodshed begins as the team 



encounters, the Predator, a hunter 
from another world , immense in 
strength and agility. For full game 
details of this multi-load 
horizontally scrolling shoot "em- 
up, see the other formats review in 
TGM0O6 



COMMENT 

The scrolling isn't perfect but is kept to a minimum and doesn't 
detract from the gameplay, In soma places, the colour scheme 
is not as subtle as the greys and greens found in the 
Commodore 64 game, and there is the odd graphical mistake - 
the ability to walk through bodies and tree trunks for example, 
Sound takes a back seat for much of the game, with grenade 
explosions, bullet effects and the whirr of helicopter blades at 
the start. The theme tune in the introductory sequence Is jelly 
and qut of contest with the game and its non-stop violent action. 
On the whole Predator is an enjoyable shoot- 'em- up with some 
neat effects but a disappointingly straightforward conversion 
from its 8-bit predecessors. 

ATARI ST 
OVERALL 70% 
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:ri^e mission, you beam dboard 
the c»*rwrotiC!Ji ship Panu 

Something is ^ ng, Crewmembers have mysteriously 
died. The ship' ■ venth genera t ion computer has turned 
renegade. Just how evil is it? 

Your mission to salvage alien artefacts lakes on sinister 
overt ernes Can yoapBke the remaining crew trust you, 
or vail you die fighting? Cm you solve the intriguing puzzles to 
theriddle of the Pandora? ^ M 

Pandora-Bare you open the box* . , 

Alan 5T £19.95, Amiga £19.95, Commodore 64 cassette £ 9,95 and 

Commodore 64 ai*< £12,95 _j| wM 




X 




For mail 3fd PF pie f* <:e se Eld y n 1. 1 r OroVr and r^mitta n r e I" c h£qij e* pa y lihle to 
relets m pfcor d i rect deb it from Access Vim card by stating < ird 
•■■- ind expiry date) lo: i h* Marketing Do pvtmem, Telecom Soff^ 
First Floor, $A-H New xf o r d Slf eel, L o nd o n WC1 A II PS. 

Telecom Soft First Floor, 64-76 New Oxford St r London WC1A IPS. 

P ir rbirdMd^^&pd Logo art 1 rad e^a rh & of B rltiih Tfe|*f ommii meat icm i PLC. 




A LEGEND IK GAMES SOFTWARE 
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THREATENS TO KILL OUR HERO 
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REVIEWS 



THEY SAID IT 
COULDN'T BE DONE 



RETURN TO GENESIS 



Firebird 



At last year's PCW Show - the advent of THE GAMES 
MACHINE Issue One, Steve Bak, author of 
Goldrunner and Karate Kid tf, loaded up an early 
game demo on TGM's Atari ST. It was a revelation, 
because, among other things, it was intended to 
demonstrate that despite a firm belief to the contrary, the 
Atari ST can cope with high-speed, horizontal, parallax 
scrolling using all 16 colours. Steve proved Ns point, the 
demo is now a com p fete game - Return To Genesis. 



Originally the project was tilled 
Clonwgrld 50 since- it was intended 
to use cloned scientists to 
experiment on artificially created 



The discoveries these people 
made benefitted Mankind 
enormously and created the new 
legend of Genesis. 




worlds. In the year 4600 12 
scientists were selected far 
cloning; due to advanced medical 
treatment all were in effect 
immortal. Together with hundreds 
of androids, the clone* were sent 
to their respective worlds and 
allowed to get on with their work. 



Then m 6204 the Zephr invasion 
of the artificial planets began. 
Mec hanaut s h ocfctroops 

effortless I y overw h ad m c-d 

planetary defences and were 
considered so powerful that no- 
one dared intervene. The 
Federation decided that any 



attempt to help the clones could 
only endanger themselves. So the 
scientists were left to survive as 
best they could . . . until now. The 
Mechanauls have become 
embroiled in a war with Herridan, 
and their hotel over the occupied 
planets has greatly weakened. 

CLONE ON THE 
RANGE 

Remembering their debt to the 
scientists. the Federation 
despatched Group Captain 
G'Rourke to initiate a rescue of the 
clones. A spaceship was quickly 
readied, its oniy armament a 
simple laser gun. However once 
some of the 1 2 scientist clones are 
rescued they might be able to 
contribute their expertise, and add 
special project enhancements to 
thn sl~Hp- 

Return to Genesis is essentially 
a two-way horizontally-scrolling 
shoot- 'em -up with quite excellent 
parallax movement of the 
background features, Besides 
being well drawn, the background 
also contributes to garneplay by 
acting as obstacles, tunnels or 
corridors. Flymg into aspects of 
the scenery at high speed does not 
harm the ship, but could bounce it 
back into the gunfire of a pursuing 
Mechanaut ship. 

Each world houses 12 
scientist^, represented by a 
waving, spacesuited figure; they 
can be rescued' by flying over 
them, or krlled if a careless shot 
Should hit them, Once rescued, a 
scientist can be made part of the 
crew by pressing the help button; 
this presents you with pictures of 
the scientists on board, any of 
whom can be asked to contribute 
their talent s to t h e sh ip ' s defences , 
though not aJJ wilt be able to help. 



TTtoy &*h* it £0uldni be done, but this is IE-colour, uttra-htgh- speed parallax scrolling on tt*e ST -so there* 
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On returning to the action foe 
chosen scientist's add-on 
capability can be activated. 
Abilities include: triple- fire, rear- 
fire, i ny isi bdiiy/i n vulnerabi lity. 

speed r smart -bombs and shields 
If you die however all the 
scientists are lost, and wilt not 
reappear on the world. Once every 
scientist is either rescued or killed, 
the ship goes on io the next of len 
possible worlds. 

To help you in your task there is 
a scanner under the pJay area 
which covers the entire world 
showmg the location of the 
spaceship, the scientists 
enemies. 



ATARI ST 

Diskette: £19,95 

The graphics move at a 
dazzling speed - even when 
static they are very pretty. 
The digitised speech is 
similarly impressive and 
quite abundant, though more 
of a frill than an integral part. 
At first, Return To Genes is 
difficult, moving at high 
speed invariably results in 
the ship ending up as a 
pinbalf amongst the scenery, 
and turning the ship around 
to shoot enemies 

approaching from the rear 
awkward. With practice 
these objections fade and 
progress is made. 

Unfortunately the price of 
this progress generally 
seems to be a rigid game plan 
for dealing with alien attacks, 
which are identical from 
game to game. This need for 
precision, and the rather 
limited amount of blasting 
involved, make Betutm To 
Genests fiddly, Vet at the 
same time the outstanding 
graphics make success in 
reaching new levels very 
rewarding, In conclusion, 
Return To Genesis is a worthy 
addition to the ranks of a 
well -worn computer genre. 

OVERALL 81% 



OTHER FORMATS 

An Amiga version is planned. 
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. outstanding 
graphics make sue 
cess in reaching 
new levels very 
rewarding , 
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+3 MASTER DISCS 



007 TRAMS-MASTER. Transfers majorrty of games/programs. Can ever 
transfer niosl "jerky" types. Can also transfer fte old@f games such as 

SCRABBLE and full 48k games onto Disc Can transfer; 

TAP E-TO-OISC. Can even transfer games such a$ EndurO-Racar 
DISC- TO- DISC. Useful for making 'safety Back-Up Drscs, 
DISC-T^TAPL As above, but Saves onto a tape 

007 TRAWSr-MASTiR , -£10.95 on YOUR Dice. 

DtSC DOCTOR. Use to PROTECT/UNPROTECT ERASEOJNERASE or list in Hex, 
Decimal or reveal TRUE Basic Includes DISC HEADER READ EH. 

007 DISG-Df)CIDR... + JE6«95 on YOUR Disc. 

MENU-MASTER. Insert your Discs and press a hey and Full CAT held in a 

record (Upto 2300 Records) Can SEARCH 8 find any INSTANTLY 

007 MEKU-MASTER ..£5.95 on YDUH Disc. 



Prices qufllKt assume yw toward a Disc +£2 if we supply Disc 
UK. Ireland ftirt Eump* +E1 ESfiftttfWffl+E2 
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YOU'RE IN NO DOUBT 
CUT IT OUT! 
IT'S TGM's SHOPPING MALL 
MAIL ORDER COUPON! 
PLUS 
BACK NUMBERS & 
EXCITING SUBSCRIPTION DEAL 
PAGES 97-101 
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AH prices inc lude VAT/delivery 

ATA Dl" 520 STFM - Ring us now 
•K A I MKI f or the besJ deal 

520 STFM WJlh 1 m©9 m&mory upgrade...... , .„„„ PHONE 

520 STFM memory upgrade kit (requires saldenngj PHONE 

1040 STF , „.,.■—. E429-0C 

104O STF with SMI £S mono monitor E549.00 

Mega ST2 with mono moni lor, ,., £869.00 

Me^a ST4 with mono moni lor.. .,.,..-„. ....^£116900 

Atari SLMS04 laser printer, great value al ».,. T .„„,E1 iSS.OO 

Atari SM125 mono monitor..... , , £134.00 

Atari SCI 224 colour monilor... „.„ .£349 00 

Cumana CDA353 2 meg (dual) drive .^„.,. „„.... J .£22900 

Atari SH205 hard disk, new Sly! e ...„. £539.00 

Pace Linnet Modern Pack inc. cable & software,.. „ £179.00 

PNNJpe CMSS33 colour monllor c/w ST lead £279.00 

Phillips CMBS52 as above, higher resolution ,,.,....,.£299.00 

(Eiftna E10.DO dtscounl cm Phillips monitor it boughi wtiri an ST) 



ST prices mclucte t^OtlSC ClC- PLlJS 5 disks dT s wdr& including 
'-vordpro. mMiIi^s. graphics, game aod ctemos. 
W? can quDle you Tor onv comtnr,i|:ton at hardwarD 



Amiga & ST Drives 



Why pay more? 

High quality 2nd drives for Itie SI 
and Amiga at an ultra low price 

only £99.95 inc. VAT 



* Very Quiet 

* Slimline Styling 

* Fully Compcrtlble 

* Top qualify GhMxen 
drive rnechranljm 

* lmfcj unfQrmcrtt&d capacity 
+ One year guarantee 



Discctor ST 



ft 
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FEATURES INCLUDE: 

PROTECTED SOFTWARE BACKUP - very powerful 
features Auto- Verify, single.'double drive backup 
and Fast Backup options 

DISK ORGANISER ACCESSORY - extremely useful 
provides essential disk management commands 
including FORMAT. RENAME, DELETE etc. 

EXTRA FORMAT to maximise space on your disks 
provides over 15% additional user storage per disk I 

UNDELETE to recover accidentally kist files 

RAMDISK and SET DATE/TIME Accessories 

DISK ANALYSIS 



DIRECTORY PRINTOUT 

DISK SPEED CHECK 

Regular upgrades will be available in 1fta future to 



Only £24.95 



harkcHo Iptesi disk prot-&ctk>r\ sch^rrres elc 



I in Lilt Atari NT Mucins 



PRINTERS 
JL 



All prices Include 
VAT, delivery & cable 




We use 1 and recommend Slar punters since 
Ihey do oiler an unbPciUbk? coiti bnwlior> ol 
lectures, print quality reliability and valuv 
Make 1he sensible rtec^soni ■ get a righi wilb 
d Slai pnnler al our Speciak all m pncPS 



Slar LC1D replaces Ihe NL-10, l&stufes 4 NLQ fwls, paper paring, 

ir^iii panel operation. PLUS 2 extra ribbons Iree ol charge!-.. £199.00 

Slar LC10 colour NEW 7-cdour ver^ian al above LC-10, 

includes 2 entia blar^ ribbons free of charge „ E2M.0O 

S45r NB2-4^iri togh ^pin qufiWy, inc.2 extra ribbons Irm ol cnarge — C469.DT> 

Stai NX- 1 S budg&t wide carriage pnnt^r E3 1 9.00 

Star NB24-15 wicte carriage version ot NB^4-tD. C599.00 

Star Laser, very Ugh spec lor cost, price inc.1 y^ronsila maim ,..£ 1795-00 

NEC P£20Q budget £4pin. grea! value 168.''56cps E34S.00 

Amstrad DMPJ160 good value I0 fc E1BS.00 

Amstrad LQ3500 24pin at low pnee ...„,„. ..»».,»». JC329.00 

Amstrad DMP4000 lasl WKte carriage ,. » £329.00 

Panasoric KXPlOfll reliable budgal I0 p pnrrier , ,„. ,„.. r £l79.{XJ 

Panasonic KXP10S2 faster versjon, inc.lBM propnrrter emulaiicn ..£219.00 



Panasonic KKP31 31 daisywneel JZ99.Q0 



low to 



All prtc** VAT deli wry inclusive 
Next day delivery CB.Dfl exira 

S^nd cnsc?ue, P.O. or AOCESSJVlSA cwtoit^ 

ptsoft* with ACCESS/VlSA details 
G<jv1 . educ. & PLC Ofli&ar. orders wo^come 



All goods. Sub|*>d la a^aiLabiltTy E AO E 
Op*n |e> callers 6 days. 



9 30-S.M 

oaae 7G&354 



Tefex 333294 Fat 
AJm at. 1762 Ffrfthwe Rd. Cotlcridg, 



63 Bridge Street 

Evesham 
Worcs WB11 4SF 
Tel: 0386 765SOO 



Binning 



B30 3BH Tel: 02! 45M5W 
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REVIEWS 



UMBERED AGAIN 



BLACK SHADOW 



As though it has just b^en let out of school after a 
particularly tough lesson learning about fractal 
mathematics, the Amiga is rejoicing in an 
unprecedented number of vertically scrolling shoot - 
em-ups for playground relaxation; Black Shadow - one 
more in the growing line - is programmed by Zen Room 
Productions, with Jutes Burt responsible for coding and 

Jon Law handling the graphics. 

Earth is doomed to perpetual 
darkness when an unfriendly 
asteroid under alien control paf hs 
itself in an orbit which permanently 
eclipses the sun. Ships sent up to 
aflack it have been destroyed by a 
torcefeld. but the boffins think 
they might be able to disrupt the 
shield 1 long enough to allow one 
ship to get through. Infra-red 
scans hav£ revealed huge 
quantities of attach -craft stored 
beneath the surface of the asteroid 
- which you can plan on having to 
face. Fortunately satellite 
photographs indicate that as well 
as military bases and industrial 
units there is a sola/ hyper-reactor 
on the asteroid. If you can destroy 
the reactor then the asteroid 
should also be destroyed. 

Black Shadow features a one- 
or two-pteyer option which, in the 
latter case, shows both players on 
screen at the same time, with both 
returning to the start if one is Krlled. 
If one player ioseS aH his Nve$ r the 
game i$ over for both. 

Attractive pictures of either male 
or female characters - the pilots of 



AMIGA 

Diskette: £19,95 

Black Shadow makes a good impression with its title page, music 
and smooth options screen; but once in play, it proves a 
disappointment. Mouse control is erratic and, while a joystick is 
better, it doesn't make up for the persistently irritating gamepJay 
The strength of the alien attack might be bearable if you had a 
decent spacecraft with which to do battle, but this is not the 
case. The ship is slow to respond, it cannot fire unless Its 
previously fired two bullets have disappeared, and it is restricted 
to moving inside less than half of the total screen. With only 
average game graphics, poor sound FX, lack of originality and 
too-tough gameplay r Black Shadow is not recommended, 

OVERALL 28% 




Bmmitr is always imminwii in tha packed ami vatyhmttt B lac k Shadow - Amtga 

KVMH 



the craft - are shown on screen 
above the scores, and a choice of 
joystick or mouse control is 
available, N orma I ly you f i re bul lets , 



but tf (oystick or mouse is moved 
backwards on firing, a bomb is 
released. From the outset Btack 
Shadow is hard: aliens meander 



down- screen and numerous 
ground installations constantly fire 
missiles, while more aliens emerge 
from the bottom of the screen 
forcing you to be looking 
everywhere at once. 



OTHER FORMATS 

A co rivers ton it imminent far 
Commodore 64 - Cassette: 
E9.9S, Diskette: E14.9S. An 
Atari ST version is under 
consideration. 



"... only average 
game graphics, poor 
sound FX, lack of 
originality and too- 
tough gamep- 
lay . . . " 



VERSION UPDATE 

A harrying experience 



STRIKE FORCE HARRIER 

Mirrarsefl 



Amiga: £24.99 

NATURAL star of air shows since 
:s inception, and a critical factor in 
the F&lkl&nds War, the Harrier is 
one ot the most famous of modern 
aircraft Mirrorsotl'S simulation 
first appeared in fl-bit. formats 
back in 1986 and was a moderate 
critical success. A year later the 
simulation was converted to 
Atari ST and> as one of the 
machine's first combat 

simulation^ proved very 
welcome. 

For the Amiga several additions 
have Oeen made such as speech, 
a more detailed landscape and a 
save/bad function, but no 
substantial improvements of the 



kind seen on the current crop of 
American combat flight- 
simulators; Strike Force Harrier 
is notably bereft of multiple 
view inffpos it ions and split-screen 
options Instead the game offers a 
single, fairly realistic war zone 
covering a grid of 512 squares. 

The object of the game is to 
destroy the Gnemy HQ while 
protecting allied bases from tank 
attacks. It all allied bases are lost 




then the game finishes. This 
objective requires full mastery of 
the Harrier. The aircraft comes 
equipped with |wo cannon, three 
1,D00tb bombs and two 
Sidewinder air-to-air missiies alt of 



which, along with fuel, can be 
replenished by landing at a base 

There are three skilf levels, pilot, 
commander and ace. plus air-to- 
air and air-to-ground practice 
options. 



COMMENT 

Excellently presented wrth a great title page, realistic sound 
effects and good graphics. Use of multi-coloured fie ids to convoy 
speed, and the gradual fading of the clouds when descending 
through them, ell help make initial impressions pleasing. 
Drawbacks include tanks and SAM silos, which appear to be 
unrealisticaJly large, and a sluggish response to controls. HsB-brt 
origins are still apparent, particularly in offering only one game 
scenario. StrfcS FotCG Harrier offers a competent combat simulator 
which, though limited in options, has town professionally 
converted to the Amiga. 

AMIGA 
OVERALL 67% 



OTHER FORMATS 

A PC version is due out at around the sa me time you read this for 
about the same price. 



TGM TX 006:5-8866/116 



REVIEWS 



PRETTY 
IN PINK 



PINK PANTHER 

Magic Bytes 



Pink Panther - how come he's escaped being 
computerised for so long? - written by Rolf and 
Bet ma La k am per is the first Magic Bytes release 
marketed through Gremlin Graphics, Other 
products from this programming team include Western 
Games and Mission Elevator. 



As usual, Ptnk Panther is flat 
broke. Work as a butler appeals - 
it means he can live luxuriously by 
day - and burgle the house at 
night, By I the rich sleepwalk, and 
f his master should awake during 
the nocturnal pilfenng t inspector 
Oauseau is not far away The 
reward for successfully burgling 
several houses is an ill-deserved 
holiday in the sunny South. 

To start there are three choices: 
to the left a job shop, centre- 
screen a supermarket, right a 
hoNday island - your ultimata 
destination, At the job shop Pink 
Panther chooses which of tour 
available houses to work in - but 
only if he has the correct 
accessories wilt he get a iob. 
Choosing a holiday without 
sufficient funds for the return flight 
ends the game- 
Pink Panther arrives at night to 



find his master deep in a dreamy 
sleepwalk. A display at the 
screen's top shows how alert Pink 
Panther is, his thoughts - actually 
an action option menu - and a 
money bag to be filled. 

Acting quickly to stop 
sleepwalkers from bumping into 
anything is essential. Standing 
before the sleepwalker and 
pushing sends him in the opposite 
direction, and ringing a bell 
(selected trom the thought bubble 
menu) should turn him either into 
Or out of the screen. Other items, 
such as a trampoline and a board, 
help get somnambulists over 
obstacles. 




AMIGA 

Diskette: £19.99 

Character control needs to be precise and quick, but some 
aspects are irksome - sending the somnambulist in another 
direction by ringing a bell is particularly temperamental. With 
only one chance to get things right, playing ^ ' proves 

frustrating. However, the graphics are quite good and well 
animated, while the theme tune is accurate Jf control were easier 
Pink Anther might have been a reasonably demanding, but very 
repetitive game. 

OVERALL 39% 



ATARI ST 

Diskette: £19+99 

It's close, visually, to the Amiga game and the tune is also weil 
represented. Scrolling is decidedly sluggish, making it slower to 
play, although sometimes easier. But wtjere the Amiga version 
loads at one go. the ST requires very lengthy loads, both when 
the player dies and on choosing a level. After a few deaths these 
loads become irritating. With character control little improved, 
the ST game is not a lot of fun to play. 

OVERALL 34% 



OTHER FORMATS 

B-bit versions should be reteased by the end of April, Prices are 
Spectrum Cassette: £8 r 99, ■ 3 Diskette: £12,99, Commodore 64 
Cassette: C9.99, Diskette: £1299, Amstrad CPC Cassette: C9,99. 
Diskette: £14.99. 



"If control were easier Pink Panther might 
have been a reasonably demanding, but 
very repetitive game. 
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BIG DEAL 



CARD SHARKS 



Accolade 



Playing cards is perhaps one of the oldest forms of 
entertainment. There are games for one, games for 
many, games of pure luck and games that require 
great skill and concentration to play well. Some are 
played simply for entertainment, while others include the 
chance of winning - and the risk of losing — high stakes. 
Card Sharks, compiling three different games, was 
designed by Mike Lorenzen with graphics by Mimi 
Dogget and Richard Antaki. 



Thatcher. Ronald Reagan and 
Mich ail Gorbachov. Having 
chosen your game and 
opponents, pipy commences. 

Card Sharks is played round a 
traditional green baize gambling 
table with your opponents - who 
all have their own personalities 
and continually remark on the 
game's progress - facing you, 
their facial expressions changing 
to suit the mood. These finishing 
touches add spice to the card 
games, Electing humour and 
i na tilling an interest in what would 
have otherwise been a 
straightforward simulation. 



THINK BUBBLE 

The simulation aspect is written 
with accuracy and all the games 
play weH, although it js the sort ut 
game only lively to appeal to those 
with an interest m cards - it 
doesn't try to be anything else tout 
an enjoyable, and at times 
humorous, card simulation. 



OTHER FORMATS 

There are no plans at present 
to convert ■ ■ *- to any 

other formats. 



Cartf Sharks comprises three 
versions of Poker - five card draw, 
seven card stud and Texas hold 
"em - and Hearts and Blackjack. 
The games require three computer 
players to act as opponents - 



which are picked from an available 
six characters. They include Luigi, 
Lady Vanderbilt and MiSton who 
are all specialists at particular card 
game, and three well known 
political leaders, Margaret 




COMMODORE 64/128 

Cassette: £9.95 
Diskette: £14.95 

Although potentially boring to nonpar d freaks, Card 9 ■< ■-■. soon 
dispells any such fears as rt gently drags you into the world of 
gambling, The emphasis is on fun, and the simplistic (though 
effective) cartoon graphics coupled with the occasional jolly 
jingle, counter-balance the more serious side of getting into 
debt. The ease of play, the appropriate reactions of your 
opponents and greed al I add u p to ma k e i rri Sharks a thoroughly 
enjoyable card game, 

OVERALL 75% 



. doesn't fry to be anything else but an 
enjoyable, humorous, card simulation/ 1 
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Son of the Gods, curs* of his 
fellow men, He rentes is set 12 
awesome tasks to exonerate the 
sin of murdering his children , 
Armed by his divine fathers he 
sett forth to face the hideous 
eleton hordes and ultimately 
overcome the evil minotaur 
To sky the damned is bit only 
saviour in repenting his sins. 



"Our blood is mixed* 

We are as one. 

Let no man ot beast come 

between us. 
And let nothing deter us from 

our dim. 
To avenge the deaths of our 

parents. 
And destroy the Seorpians, 

DEATH TO THE 
SCORPLWS" 
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Gremlin CrapWcs Sofmaw Ltd,, Alpha House, 10 Cam* Stmt, Sheffield SI 4FS. TeJ: 07 



THE FLYING 




GEEBEE AIR RALLY 



Acti vision 



ake a trip back to the Thirties when airspeed mania 

T gripped America in the form of high speed air races- 
These aviating events often lasted over ten days and 
could incorporate courses of more than 100 miles in 
length, with participants reaching speeds in excess of 
250mph in their single seater aircraft. One of the most 
successful machines to take part in these races was a 
"piane called the GeeBee, a craft with a huge engine and 
fuel tank to match, a very short wing span and a delicate 
rudder and flaps. Inspired by the heroic deeds of birdmen 
such as Johnny Daring (world airspeed record 1932), 
Steve Cartwrighi author of the Hacker games and US 
Mens, designed GeeBe& Air Rally. 




Airspeed mania grips th# Thirties, bvtpou wttthave to gaff 
with that other flyer - Commodore 94 screen 



ing to catchup 



GeeSse An Rally challenges the 

player to compete four courses 
against the clock m eight 



mid-air collisions barely rock the 
GeeBee, but a serious bump 
destroys the plane and the pilot is 




SPECTRUM 

Cassette: £7.99 

Sound is poor, the use of colour is occasionally garish, but in 
general the Spectrum's graphics work weil. Furthermore with 
three races and one special event being loaded with each 
section p 4SK owners should have Ifttle to com plain about - 
although if you die in race 1 r th3t section has to be reloaded- it is 
a pity that payability i$ weak. The first race is almost impossible 
to die on and the ne*t two are on*y slightly harder, The balloon- 
popping special event is more difficult, but can soon be mastered 
if you do not attempt to get every bonus potot, The next load 
offers more unchallenging races and then e slalom bonus section 
- which is very difficult. 

OVERALL 55% 



COMMODORE 64/128 

Diskette: £14.99 

Graphically Gee Eto? Air Ra-iy is good; the planes may be a little 
crude but they move smoothly; and slipping your wing under a 
competitor's to get past is a moment of real tension. The 
gameplay is a significant improvement over the Spectrum 
version - it is a lot harder. Competing aircraft loom on the horizon 
at a (Tightening pace and. since judging their height is difficult, 
the best tactic is hugg i n g the ground, then oli m b ing to pass them. 
Playable and exciting, Gee Bee Air Rally is worth considering - 
although tike other versions N might get repetitive. The game 
regularly accesses the disk so the planned cassette version 
(£9.99, coming shortly) might not be so playable. 



OVERALL 62% 



increasingly difficult game levels, 
and can be played at one of three 
pilot ranks; beginner, expert or 
ace Every fourth course is a 
special event - either the player 
has tg pop 3 set number of 
balloons or compete <n a slalom 
speed race- Tine plane may be 
cant roiled via joy&hck or keyboard 
and can bank ieft and right, raise 
or lower altitude and alter its 
speed. 



A MATTER OF 
COURSE 

The flying sequences are 
interspersed with graphic scenes 

depicting after- race events such 
as the winning ceremony, the 
obligatory kiss from a local beauty 
queen or where the pilot landed 
when he bailed out. 

Points are gained by staying on 

course ; f ai I u re Ig do so or bumping 

another plane results in a time 

| penalty being imposed Minor 

68/116TGM TX 006:5-88 




For comparison, here's the Amiga version ffying *crwn 



automatically ejected to float 
peacefully back down to terra- 
firtna - he lives to race again, 

Below the primary game area is 
the instrument panel showing the 
"planes compass direction, its 
altitude, speed and throttle 
position. Two warning lights either 
side of the console flash when tim^ 



is running out, the plane strays off 
course, or it is involved in a 
collision. 



AMIGA 

Diskette: £19.99 

GseBae Aif Ra% is high on 
presentation - H begins with 
a short, pleasing opening 
sequence accompanied by 
quality sampled Jazz music. 
The sound FX are equally as 
good, and graphically the 
game works to good effect, 
with solid planes flying into 
the distance at a fair speed. 
However, no matter how 
professional the whole 
package looks, the game still 
falls to grab any real 
attention due to its repetitive 
objectives, 

OVERALL 63% 



graphically the game works to good 
effect ..." 



REVIEWS 





VAMPIRE'S EMPIRE 

Magic Bytes 



Vampires seem suitably immortal in their appeal to a 
wid e- ran ge of m edi a s from boo ks to f i I ms to co m puter 
games. Magic Bytes 1 s latest release - a rather camp 
look at the genre - is soon to be released on a broad 
range of popular computers. To make the most of 
implementations on 8- and 16- bit machines there are two 
versions, 



casket, destroying him. 

LAIR TODAY . . . 

Draculas lair is made up of a 
considerable n umber of rooms - 
dependent on the shte of machine 
- some are wooden, some stone. 
The latter affect the path of the 
light gnd therefore have to be 
carefully negotiated. If the task of 
directing the light onto Draculas 
casket were not daunting enough 
there are also many weird 
inhabitants of the underground 
caverns to contend with, as well 
as numerous trapdoors. 

Enormous heads that spring out of 
the masonry to spit venom are 
dangerous, but staid in 
comparison with the blonde young 
men whose intentions toward Van 
Helsing are hardly honourable. 
Even more outrageous female 



w&*> 



1?M 






m& 



demons attempt to draw the 
vampirologjst to his doom by 
dancing naked. Should Van 
Helsing be sluggish m dispensing 
the garlic he carries, these 
creatures will, supernatural ly, 
drain him of his blood. However, if 
he is successful, his reward is 
access to the next of the four 
increasingly difficult tevels. 
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AMIGA 

Diskette: £19-99 

Vampire' a Emp<r& corner 
complete with mirrors 
already scattered 

throughout the lair and very 
detailed rooms, albeit fewer 
than the S- bit versions - only 
160, and the time limit is 
thankfully r>on— existent in 
the Amiga game. According 
to the German programmers 
these differences are due to 
a much harder screen layout 
and they believe the 16- bit 
players may require a little 
help. The thoughtful ness of 
the Amiga programmers is 
further demonstrated by 
excellent, if quite disgusting, 
sound effects and genuinely 
comic graphics. With such 
immaculate presentation the 
game's humour is perfectly 
conveyed. 

OVERALL 79% 



s«*r-eMK H. 




OTHER FORMATS 

Versions are imminent for 
the Atari ST: Diskette £19.99, 
Spectrum Cassette : 118.99, 
Spectrum I 3 Diskette: 

E12.M and AmstFad CPC 
Cassette: €9.99 Diskette; 
£14,90 No release dates 
have yet been finalised. 



NakBttanti biue - tor fn* ofd*r({{?)l} 
Amiga market 

Van Helsing, who seems to have 
fought vampires for so long one 

wonders if he isn't himself 
immortal, has returned to destroy 



Dracula once &nd for all. Rather 
than going through the familiar 
stake-thraugh-the-heart routi ne 
Van Helsing has decided to place 
mirrors throughout the cavern. 
When correctly aligned these 
reflect a light ray onto the Count 1 s 



COMMODORE 64/128 

Cassette: £9.99 
Diskette: £14.99 

The heart of the game is essentially made up of running around 
platforms and ramps with a puzzle element and time limit 
Included to rack the brain. The caskets placed around the 
caverns on the 16- bit machines are absent, the monsters just 
appear out of nowhere, Van Helsing runs around too near to the 
edge of the screen, making it difficult to avoid the monsters, 
platform edges and trapdoors. However, it is enjoyable exploring 
the lair, setting up mirrors and then watching the beam of light 
reflect along its intended path. Although it can become 
frustrating should a mirror be misplaced and the beam wanders 
off course - an easy mistake to make due to the relatively small 
size of the screen. Graphically, Vampire's Empire could have been 
better and there should be a tot more to do, but as a puzzle game 
it is above average, 

OVERALL 59% 




Van Heising aimost bumps into an amorous blond vampire (ad in the 
Commotion 64 version 



" . . » disgusting sound effects and comic 

graphics . . . essentially running around 

platforms and ramps ..." 
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FAIRY 'NOUGH 



PAC-LAND 



Quicksilva 



The eight-year-oid arcade hero, the fellow that sent 
space invaders pacing, the guy everyone knows, 
finally makes a home computer comeback - Atari's 
rotund, yellow pill-popper Pac-Man is back on your 
screens. Having gobbled his way through several 
adventures, he reappears on the Commodore 64/128 in 
Pac-Land l - converted from the Namco coin-op by 
Gannon Designs, with music from David Whittaker p s 
Musicon Design 



In his latest adventure, Pac-Man 
has the task of rescuing a fairy who 
is lost in Pac- Land- At the start of 
the game, Pac has already 
performed the rescue, it is the 
return journey thai forms the 
action, a trek that takes Pac 
through increasingly difficult 
landscapes, guarded by his 



perennial enemies, the ghosts 
Pinky, Bhnky; Inky and Clyde. 
These nimble spirits no longer 
amble through ttie scenery as in 
previous adventures - they now 
drive cars and fly aeroplanes- 
Whilst airtwme. they think nothing 
of dropping the odd bomb on Pac, 
knocking off one gf those five lives. 



Dflsprfs pre-release t9W#w*rs ' qualms, Pac -Land tuts turned cut to be a fine 
success. This is tfw format - Camm&dora 64 scree" 




VERSION UPDATE 

Flap Night 



SUP FIGHT 

Imagine 



Atari ST: £19.95 



SLAP FIGHT is the latest in a 

senes of Imagine con versions 
from Taito com -op originals. The 

first home computer versions 
appeared on S-bit machines over 

six months ago, to reasonable 

acclaim, 

You fmd yourself f lying over the 

mothership, Orat. your objective: 

to survive. 

Essentially Stap Fight ^ is a 
vertically scrolling shoot -'em-up 
wish Afemesjs-style add-ons. The 
destruction of particular alien craft 
deposris a gold star which, when 
collected, highlights one of eight 
icons at the bottom of the screen 
From left to right these provide 



extra speed, a return to original lire 
power, short-range horizontal 
firepower, bigger wings with more 



Towards the end ofLe¥et 1 



Pac-Land is played as a 

horizontally scrolling game, with, 
in effect, platforms. Pac can walk, 
run and jump across the 
landscape and its many obstacles: 
cacti, tree stumps, fire-hydrants, 
hills and conveyors. 

That essential ingredient of the 
earliest game, the power pill has 
not been thrown out h though, and 
they exist as havering, glowing 
g lubes, scattered here and there 
around Pac-Land- When 
collected, the on-screen ghosts 
turn into def eatable, quivering blue 
jellies, The fruit, too, remain and 
yheld bonus points 

TRILBY TROUBLE 

Running through the aectiOOS of 
Pac-land slowly diminishes Pac's 
energy level, shown by a row of 
small Pac -Men along the bottom 
of the screen. Should al I energy be 
e*nnguished before a level is 
completed, Pac is attacked by the 
ghosts who strip him of one of his 
five lives. However, when he does 
reach the end of a level, the Fairy 
pops out from under his trilby - 
where he has been hiding her - 
and rewards him with additional 
points. The Fairy Queen also 
appears and gives him a pair of 
flying shoes to make hts journey 
back through Pac-Land easier. 
Having finally reached home base, 
greeted by his wife and children, 
he discovers that another fairy is 
lost and Pac sets off once again. 

Pac-Land is fiendishly simple, 
and with level after level of 
scrolling platform action, it proves 
incredibly addictive. II may at first 
appear cute and twee but by the 
end of the second level the action 
becomes manic and requires 
great joystick dexterity. 



guns, a short-range bombing 
system, a super-fast laser, homing 
missiles which fire mall directions 
and a temporary shield. To get the 
second icon you need two gold 
stars, to get the third, three stars 
and so on. 
When equipped with the full 



COMMODORE 64/ 

128 

Cassette: £9.95 
Diskette: £14.95 

With graphics that perfectly 
mirror the arcade machine in 
their eartoonish quality, and 
uncluttered gameplay, Pac- 
Land has come across to the 
Commodore 64/12B 
excellently- Everything from 
the coin-op has been 
included, right down to the 
credit system and the 
soundtrack, which remains 
faithful to its arcade parent. 
Presentation rides high with 
end of level and bonus stage 
sequences taken from the 
original coin-op, ail 

combining to make Pac -Land 
one of the most accurate 
conversions seen for a long 
time. Well done, Gannon 
Designs! 

OVERALL 85% 



OTHER FORMATS 

Other versions for almost 
every format were planned, 
but THE GAMES MACHINE 
has been told that they have 
been cancelled - for the time 
being at least. 



11 Pac -Land is 

fiendishly simple 

and incredibly 

addictive , . • lf 



rfinge of equipment, the 

spaceship is extremely impressive 
- not to say lethal - unfortunately 
if you lose a life (hen you also lose 
all enhanC0ments. Amid the 
mayhem of Ihe higher levels, 
losing everything often means the 
end of I he game, 




COMMENT 

Slap Fighi isn't quite as impressive a conversion as it is 

noticeably slower and less hectic than the arcade game, but is 
nevertheless very addictive. At the start of play the landscape 
5 1 owly but sm oothly serol Is do wn wa rd s r the en erny ta kes a short 
while to appear. When they do begin to attack they're quite 
sedate in movement - unlike their bullets - but as more arrive, 



I !U P 



IS 



survival rapidly becomes demanding, Graphically, 

pretty/, though not exceptional, and the ship suffers from a 

curiously flickering shadow. Sound offers a choice between 

adequate FX and a reasonable, if not particularly appropriate, 

tune. A competent conversion, which might have had broader 

appeal if weapon enhancement wasn't wiped out with each 

death. 

ATARI ST 
OVERALL 75% 
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THAT'S THE SPIRIT 



F-1 SPIRIT: THE WAV TO FORMULA ONE 

Kortami 



p - f Spirit \s another MSX II game by one of the typically 
L unnamed Konami programming teams. Rather 
unusually for an overhead race game it comes 
complete with a huge range of options and won't 
even allow a player into an F-1 car until points have been 
earned with other machines. The game also incorporates 
the new SCC sound chip which offers a considerable 
improvement on the average MSX sonics 

As in real life, drivers won't be 
given a place on an F-1 team until 
they have proved themselves m 
one of the tess expensive racing 
sports. You, as a novice racer; are 
given a choice of three races to 
enter; stock car. rally and F-3. 
Graphics and gameplay vary 
considerably according to which 
of these is selected. 

When a race is finished points 
are awarded if you cross the line in 
better than ninth place. The 
maximum number of points 
possible is 9, but to qualify for the 
next race 12 points are needed - 
therefore a number of races need 
Id be run. After these essentia 12 
potnts have been earned the 
player can then go on to Formula 
3000 and Endurance races where 
points may be gathered to finally 
go on to the first F-1 race, 

Each of these races are held in a 
different country, with a unique 
track layout. Qualification for each 
successive race requires a 
progressively higher point total - 
180 tor the final one - so it is 
fortunate points may be saved via 
a password system. Should all of 
ihese races be completed, and the 
race 16 won. you become the F-1 
Spirit. 



W you decide on the latter, five 
major components become open 
to change. First the engine: it 
comes m sie different varieties 
ranging from economical but 
weedy to fuei-guzzling and 
powerful. Other components 
come in three basic forms: body 
type {tough but he^vy, medium, 
and lightweight but fragile), brakes 



are Jess instruments, with no map 

display and a shrunken 
information window, so that each 
driver can have his own overhead 
view. There is also a Battle option 
whereby only the players" cars are 
involved - but no points are scored 
in this. 

During the race, your car may 
collide wilh Others, resulting in 
damage and loss of fuel 
Fortunately each track has a pit 
stop where repair work and 
refuelling occurs. While in the pits, 
a blown-up picture of the car is 
displayed with mechanics working 




THE CORRECT 
CHOICE 

Selecting which race to participate 
in is not your only consideration. 
Before each event you are 
presented with a choice of three 
ready-made cars or an option to 
design your own oar. 
performance of your car and 
should the wrong choice be made, 
poor qualities, such as constantly 
Shunning out of control soon 
become apparent. 

IF! 

If 



Time to take a break in the pit* 

THE PITS 

When finally satisfied with your oar 
the game can begin with you 
located in 53rd position - 23rd m 
the rally section, The view is an 
overhead one with billboards 
clearly evident either side of the 
track. The right half of the screen 
On one-pJayer mode) displays vital 
technical information - including a 
map of the track and your location 
and a lap -timer. 

Forward and backward on the 
|oy Stick controls gear selection, 
while fire and a keyboard button 
control the accelerator and 
brakes. In two- player mode there 

Bombing along the track in pursuit 
at the top accolade 





(weak - bui remai-n effective for a 
long time, medrum, and strong - 
which may need to be pumped to 
maintain force), suspension 
(smooth - but requires loss Of 
speed to make some corners, 
medium, and precise - mistakes 
can mean a Joss of control) and 
finally transmission (gear changes 
automatic, or one Of two manual 
types). 

AJI these selections can have a 
quite genuine effect on the 



around it. As the car is refuelled 
other cars may be seen whizzing 
past on the track reminding 
thai ttme marches on. 

When the race is finished 
another blown^up wew is 
presented showing the car 
crossing the finishing line as a man 
waves the chequered flag While 
having til lie impacl on actual 
gameplay these details certainly 
add to the appeal of this tough but 
attractive race game 



MSX II 

Megs Cartridge: £18.95 

With sIk different race game types, considerable room to 
customise cars and 16 F-1 races to complete . ■ \ ' ' poses a 
considerable challenge. Presentation is generally first class: the 
new sound chip provides a good tune - played throughout - and 
superb engine revving FX S while graphically the game is both 
good and varied. It may seem easy at first, particularly with an 
Automatic transmission, but the need for close attention to 
competing cars and sharp corners makes itself apparent after 
the first crash, and the increasing difficulty levels are cleverly 
graded. Essentially F i Spirit offers a tough, top rank race game 
with lots of play ability and endurance - in short, a first class MSX 
II. 



fin 



. a tough, top rank race game with 
lots of playability and endurance . • M 
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WARREN PEACE 



SAMURAI WARRIOR - 
THE BATTLES OF USAGI 
YOJIMBO 



Firebird 



, - sagi Yojimbo started life as a comic character created 

by Stan Sakaf. Thanks to Firebird the heroic rabbit is 

now set to continue his adventures on the 

Commodore 64. Beam Software - of Habhit 

Exploding Fist and Sherlock fame - once an offspring of 

the Australian arm of Melbourne House before 

Mastertronic bought the UK operation, are the 

programming team responsible, 

century 




»n 17tti century Japan, the 
ShogurVs power has yel to 
establish peace: times are 
troubled and noblemen war 
against each other. Myamoto 
Usagi, better known as Usagi 
Vojimbo. has to rescue his old 
friend and panda. Lord Noriyyki. 
Evil Lord Hikiji has already sent his 
minions to murder Nonyuki, 

Usagi s task is not an easy one, 
there are many different paths for 
him to choose, some lead to inn$ 
(where food and information may 
be found), others take him Into 
combat with ninjas r bpunty 
hunters and other enemies. 

Meters at the bottom of the 
screen display Usagis health and 
that of his enemy. When his sword 
is drawn the portrait of Usagi at the 
top left of the screen scowls and 
the music becomes more 
dramatic. In this attack mode, 
' Usagi is capable of only three 



moves - parry, side-swipe and 
overhead cut — each determined 
by the length of time the joystick 
button is pressed. Mastery of the 

sword atone will not bring success 
however. Etiquette is a serious 
matter, should Usagi fail to bow to 
people of higher status he gravely 
offends them and may find himself 
in a fight to the death. A good 
samurai also bows to people of 
equal status, this can often lead to 
receiving useful messages. 

PANDA TO HORIYUKI 

Money is measured in silver coins 
called Ryo and, being a lordl#ss P 
wandering Samurai (or Renin), 
Usagi is hard up. Defeated 
enemies should be relieved of any 
coins they might have on them a$ 
Usagi needs money to buy food 
from innkeepers to replenish 



The h&W0$ of Usagi Yofimix* - an engagingly tenacious Japanese bvttfty -pit 
the frero against some tough nlnjas - Level 2 on tha Commoo'Qra Gtf 

toward the weak if he ir. ever to 



energy. Money can also be used 
for gambling, but a better use for it 
is as aims, to be given to monks 
and beggars. The amount of 
money Usagi has is shown at the 
upper left of the screen 

It is elements liks these in the 
game that make Samurai W&rrior 
a cut above so many other martial 
arts games and much more than a 
hack- and -slay affair, For instance, 
kindness to the poor is an act of 
goodness which improves Usagi e s 
karma - shown on the upper right 
of the screen - a touch of rote- 
playing, Karma can be lost, too, if 
you should strike a helpiess 
opponent, torment small animals 
or kill a priest; should it fall to zero, 
Usagi is compelled to commit 
hara-kiri. Karma continues on \o 
Mure lives therefore Usagi must 
always take care in fvs actions 



rescue Nonyuki the Panda Lord. 

Other touches, such as the split 
paths - Usagrs actions mostly 
take place along the base of the 
scrolling screen, but if he takes 
another path higher up the screen, 
the scene flicks into a new level - 
add further interest and lift the 
game enormously. 



r 



'Jimtrt se&wis dangerously as, sword drawn, na prepare* to cause a nasty 
ninjury 




COMMODORE 64 

Cassette: £8.95 
Diskette: £14.95 

Krt terms of graphics 
Warrior is not outstanding, yet 
all the characters are well 
animated and have a solid, 
cartoon ish appeal, and they 
suit the subject perfectly. 
Animation is fast and 
realistic - if you want to 
believe in a martial arts 
bunny - with the way of the 
warrior scrolling neatly 
behind. Sound It also 
suitable, a combat tune 
nicely matching the tension 
of battle but sometimes 
almost overwhelming the 
battle sound FX, A very fine 
game. 

OVERALL 84% 



OTHER FORMATS 

There are no other versions 
planned at the moment. 



*' . . . a cut above 
other martial arts 
games and much 
more than a hack - 
and -slay affair.' 



ii 
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THE ENEMY BELOW 



RETURN TO ATLANTIS 



Electronic Arts 



_ eturn To Atlantis was produced by the Interactive 

[J Stories D tvi sion of Electron ic Arts r w itfr M i Ke Wallace 

I as the principal electronic artist involved. 

Development times, we are always being told, are 

getting longer, but Return To Atlantis ought to take the 

underwater biscuit - it was first copyrighted in 1985 and 

has been in continual development since then, 

Wanlon exploitation of Earth's 
resources has reached such a 
point that to survive man has 
turned to the oceans, and he 

makes a vow: unlike the land, the 

oceans will be treated with 
respect, resources carefully 

rationed and treasures preserved. 
But many a vow is made to ingest, 
and a majority arose which 
intended to mine the marine 
resources, forming the Maximum 
Utilities Management to 
propagate its view. 

MUWs opponents saw the 
oceans as offering an alternative 
way of life without the prejudices 
o' nationality and race, an ideal 
inspired by the story of Atlantis, a 
great society which they thought 
might be rebuilt; 

These two opposing cultures at 
first resorted to covert acts of 
sabotage, but worried that an 
escalation to full-fledged war 
could not be far away, an 
organisation called lh| " 

Foundation decided to act. 
Dedicated to unifying all Earth's 
forces, The Foundation recruited 
the best graduate from the 
Academy (you) to maintain the 
balance of land and sea forces, 
protect sea creatures and 
preserve the ecosystem. While 
doing all this you may also 
discover the city of Attantis. 



IN THE DIVING SEAT 

F$turn To Attenus asks you to 
create a character with a Diver 
Profile incorporating seven 
attributes - mostly determined by 
chance. TTiese cover athletics 
(diver strength), weapons 
(aptitude for armaments) and 
awareness (control of oxygen 
supply) amongst others. Most can 
be improved by successfully 
completing a mission - or 
worsened by aborting one. 

There are 14 missions to 
attempt, ranging from a simple 
treasure hunt through repairing the 
US/Sov^et hotline, to rescuing the 
crew of a damaged submarine. All 
begin at The Foundation's base on 
Isia Perdida, where the hologram 
of a top agent briefs you audibly as 
well as visually. Then you can visit 
the island's Sea Thief Castle 
where various eosmopolEtan 
informants may be questioned tor 
leads, I n response to y o u r i nq u i ries 
- a choice between pleading, 
bribing and threatening - quile 
brilliant pictures of the informants 
smile or frown, and. Hke the 
Foundation agent, their replies are 
spoken - and lip synched, These 
pictures have featured heavily in 
previews and one might think they 
were made for advertising 



Caught fry the dreaded erabof s, the untfwwater adventurer may not return to 

Atlantis fitter ail - Amiga screen 



purposes. When satisfied you 
have all the information you can 
get, your ship, Viceroy, flies you to 
the area of sea where your mission 
begins. The journey is shown in 
cinematic fashion by a red line 
traversing the globe. 

THE NOISE OF ART 

Once the Viceroy has tended a cut- 
away section of its control cabin is 
shown - a form of option screen, 
complete with a small blue diver 
representing you- Available her© is 
the onboard computer. AFfl\ 
wh^ch relays messages, aborts 
missions, scans the ocean floor 
and reports on changes in your 
attnbules. There i$ a Medical 
Room where 111-heaUh can be 
restored by a beam - at the 
expense of experience points. 
Some missions require you to 
carry special items of equipment: 
these can be taken from the gear 
room. When ready to dive you 
need only to take the elevator 
down to bottom of the Viceroy. 

Under the surface, you are 
presented with a solid, 3-D view of 
both diver and surrounding area 
The diver is mouse-controlled and 
at the bottom of the screen a panel 
contains a range of other 
functions. Double-click to choose 
between Swim (direct control of 
the diver), Scan (a wireframe box 
is centred on an object and ART 
examines It), Armed (the wireframe 
box guides a laser weapon to 
targets) and Surface (return to the 
Viceroy). Also in the panel are 
position coordinates, health leve^ 
metres, air supply and an energy 
metre for power tools. Top left of 
the screen another display shows 
time remaining - most missions 
ha^e a time limit. 

Another function available 
underwater is control of RUf - 
Remote Underwater Fnend - a 
small robot submersible 
programmed to search for various 
things: chemicals, temperature 



changes and radioactivity. \\ RUF 
finds something, click on CAM in 

the panel and RUF K s view is 
shown. 

Should you find the objective of 
your mission, ART can beam it 
aboard. When a mission is 
complete, AflT analyses your 
success or failure. In the former 
case experience points and 
abilities are improved, and there is 
the possibility of a promotion. 
Updated characters can be saved 
to disk for future missions. 

Essentially what Return To 
A Vantts offers is theopportunrty to 
search a fractal -type seabed for 
various objects, manipulate them 
and defeat the clanking crabots 
[robotic crabs} which attack you. 




AMIGA 

Diskette: £24 95 
The front-end, like the 
packaging, Is brilliant, with 
cinematic opening credits 
and - after seme {too) heavy 
disk swapping - an 
impressive series of 

interviews with informants. 
Graphically , the game proper 
is comparatively something 
of a disappointment; the MA 
bottom is made up of 
u natmosp he ric str aig ht- 
edged contours. The 
constant movement of sea 
creatures across the screen 
doesn't quite ring true when 
changes of direction involve 
an instant switch between 
head-on and side-on 
graphics without the benefit 
of animation. Control of trie 
diver in strong currents is 
often irritating - as is the 
limited scan facility. The 
speech is poor - just the 
onboard Amiga speech - and 
would be unrecognisable 
were it not for the messages 
printed on-screen 

si muitaneously ; however , 
sound FX are realistic, 
Despite the many exciting 
friils to entice you into the 
gams, once there the depth 
of play (pun intended) it 
limited, 

OVERALL 68% 



OTHER FORMATS 

Currently, there are no other 
versions planned. 



** Despite the many 
exciting frills, the 
depth of play is 
limited 
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BAT & BALL 
GAMES 



JINKS 



Jinks is the latest program by German software house 
Rainbow Arts and is marketed in the UK by GOL The 
actual development of the game is credited to 
Diamond Software - of Bait Raid&r&nd Oi&btofgjme 
- with Uwe Jons son as the chief programmer 
responsible. 



As with most Breakout variants, 
the imaginative scenano is worth 
disregarding as far a$ ttie review is 
concerned: concern rate instead 
on the game rtself, which is 
unusual for the genre in several 
respects; suffice tt to say you are 




assessing the capabilities of a 
planet from a triangular- shaped 
spaceglider - the bat - by using a 
small probe - the ball. 

Most noticeable break out from 
tradition is that according to which 
direction the spaceglider moves, 
the screen scrolls left or right. To 
complete a level the probe is 
guided to the far right and into 
three rotating balls, if you are 
successful the game loads a short 
interlude section where tour 
circles represent available levels. 
Bounce the ball into one and the 
relevant level is loaded. 

Each time a level is finished, 
more hostile aliens are added. 
These can include Atari and 
Commodore symbols - which 
shrink the spaceglider on a first 
contact and might destroy it on a 
second - and spinning wheels. 
Other hostHes, such as gnashing 
teeth, swallow the probe - you 



have two to start with - while 
others cfeale regions of high 
gravity until the ball is bounced 
through them, switching them 
back to normal. 

Peaceful aliens, collectable for 
points, include pigs, globes and 
various bricks. Helpful aliens 
include rotating red cross symbols 
which restore a shrunken 
spaceglider to its previous size. 



Jinks seems to have no definite 
end other than reaching a high 
score - saleable to disk AN level$ 
may be played over and over and 
in any order, although you must 
always start with level 1. At the 
start of the game a player can 
select Ihe difficulty factor by 
setting speed (slow, medium or 
fast) and gravity (weak, normal or 
Strong). 



AMIGA 

Diskette: £24.99 

.Jinks is distinguished from the cascade of Breakout clones by its 
quite superb graphics, designed to demonstrate the Amiga's 
capabilities, and the bizarre way In which it is played. The front- 
end is highly impressive: the Rainbow Arts loading screens are 
particularly good, and the accompanying tune is very Dire Straits. 
In-game graphics ere similarly poN shed p as are the sound FX, and 
completing the first level is both fun and amusing, But continuous 
play rubs away some of the magic; on high speed levels the ball 
moves so quickty it can be difficult to catch, Jet alone control 
Payability becomes repetitive and the urge to continue is 
markedly reduced when all the levels haw been seen. Fairly long 
disk accessing also becomes irritating. On the Commodore 64 
(we didn't review it) Jlrtkg was dismissed for poor pi ay ability and 
lack of lasting appeal. On the Amiga payability is improved, and 
presentation is first class, but whether you play for long depends 
on how satisfied you are with simply improving the saved high 
score table. 

OVERALL 62% 



OTHER FORMATS 

An Amstrad version should be on sale by the time you read this; 
Cassette: E9.99 t Diskette; £14.99. 



n 



The front-end is impressive, but continu- 
ous play rubs away the magic . 



it 



SHOULD YOU DECIDE 



IMPOSSIBLE MISSION II 

US Gold 



Several years after the enormously successful 
Impossible Mission was released on the 
Commodore 64 — it was THE game for that machine 
-a sequel has finally appeared. Programming is once 
again credited to Epyx with US Gold handling distribution. 



It has been two years since agent 
41 25' s world-saving confrontation 

with EMn Atom bender. Enough 
time for the dread Elvin to establish 
a new five-tower stronghold 
which, in a mere £ight hours time, 
wM launch a missile to destroy the 
entire world. IMA Special Terronst 
Unit's single Held Agent - the 
trusty 41 25 - has been called on to 
ensure this doesn't happen, 
4125 "s initiai objective is to 
assemble the eight-digit codes for 
four of the five towers so that he 
has access to all Elvin' s numerous 
safes. Locked within these safes 
are musical sequences which, 
when arranged together and 
played, open the express elevator 
doors sc that 4125 can cjet to the 
central control tower. Once inside, 
all 4125 has to do to save the world 
Is find the correct computer 
terminal which will disarm the 
apocalyptic missile. 



Once inside the first randomly 
selected control tower. 4125 can 
use elevators arhd corridors to 

move around deciding which of 
the rooms he tackles first. When 
beside an interesting object, such 
as a car or motorbike, the agent 
can be made to search it by 
pushing upward on the joystick. 
Elvin's evil genius has produced a 
large number of lethal robots to 
defend his secrets. There are six 

Elvin Atombentf&r strikes back 




different types of robot which 
patrol the complex, some useful, 
some not. 

Bombs and mines are available 
and once selected, can be planted 
by pulling down on the joystick 
and pressing fire. Time bombs 
explode after a few seconds and 



at& needed to blow up the safes. 

Back in the connecting corridors, 
41 25 can assess his progress with 
his handy pocket computer This 
is displayed at the bottom of The 
screen and is dominated by a map 
of the control tower m which 4125 
is located. 



COMMODORE 64/1 28 

Cassette: E9.M Diskette: £14,99 

The belated sequel to the hugely successful original not 
surprisingly sticks very closely to the same basic format. The 
animation of 4125 is a straight copy of the original with sound 
effects similarly alike. The graphics are very good and a lot more 
varied than Impossible Mission, Although the addition of a wide 
variety of new robots, the ability to mine and bomb objects, plus 
a rigid layout of rooms m separate towers, make the new game 
markedly different to play. Using mines to blow away part of the 
platforms is a particular^ good innovation, in addition the 
musical tape recorder section is graphically excellent and a 
welcome change in the puzzle section. For fans of the original 
who are not expecting too much of a change the sequel is 
probably ideal, for others Impossible Mission n offers the best 
platform game around, although the lack of a save function could 
become irritating. 

OVERALL 86% 



OTHER FORMATS 

Conversions are due for 
release at the end of April for 
the Spectrum: Cassette 
£8.99, Amstrad; Cassette 
£9.99, Diskette £14.99, Atari 
ST: diskette £19,99 diskette 
and IBM: Diskette £24.99. 



"Impossible Mission (I 

offers the best 

platform game 

around ■ . ■ w 
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The graphics used are 
Ufa high standard, the ^yep 
original and the sound is 
superb."i STUSfeR' 
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Its the year 1 984 amJ Los Angeies prepares, for the Ofcympic 
Summer Games. The dignitaries ami celebrities prepare 
their *pf eches. and await the huge crowds expected lf> 
H'end . Beware there are stiU Lhe straying city-dweller cats 
- despised by all , Hie infamous cats are well known for 
tiwy are planning thdr own competitive games, Will Bad 
Cat lrve up to his name? PC - 24.99d 

CBM 64-123 - 9,99t 1 1 .99d AMIGA - 24 + 99d 
AMSTRAD - 9.99t 14.99d ATARI ST - 19,99d 
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^ts From Artiig<t versiM. 
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** Arts 



IF FRANK WHITT 



COULD 



MEf 



JET 

subLOGIC 



J 



et on the Amiga is based on a combination of three 
earlier subLOGIC programs; IBM Jet, Amiga Flight 
Simulator if and Radar Raiders, With subLOGlCs 
Flight S/mu/ator widely regarded as the most realistic 
ever, Jet immediately deserves 



aircraft simulation 
attention. 

Jet is not just Might Simulator ft 
with a few guns. During combat 
scenarios the player is granted two 
l&ts with additional ones awarded 
for every 10, 000 points scored. 
The ability to use the spare jet, 
however, realistically depends on 
ejection from the current 'plane 
before ii blows up. 

As well as points, medals are 
also awarded, specific examples 
include a Silver Star for each 
enemy MiG shot down and an Air 
Medal for successfully completing 
a sortie. The challenge of earning 
these medals is subject to nine 
different skill levels, while a 
practice mode allows just that, 
with no crashes, enemy fire ... or 
med^l$_ Considering the broad 
range of skiH levels, point scoring 
and the superb graphics. Jet is 
ctearty playable as an arcade 
game as well as a simulation 

HARD MISSIONS 

For players interested in a more 
technically detailed game, Jet. 



delivers on this as well. To start 
wtth there is a choice ot two 
different aircraft to fly; the US Air 
Force F-16 Fighting Falcon and 
the US Navy F-18 Hornet. If the 
F-16 is chosen the player cah 
choose between four different 
land-based scenarios; the first 
mission is simply to scramble the 
F-16 out of Its concrete bunker 
Find shoot down incomfng MiG-21 
fighters; the second is a nighttime 
ground attack one - avoid 
surface-to-air missiles (SAMs) and 
bomb the target; mission three is a 
peaceful free flight jaunt with no 
purpose other than to enjoy the 
scenery; mission four combines 
the ground attack mission with a 
MiG threat making it the hardest of 
the F-16 scenarios. Should all 
ground targets be destroyed and 
the F-16 has tended, the skill level 
rs raised and the targets replaced. 
In addition, if a MiG game is 
piayed at a sufficiently high level 
the dated MiG -2 is are supplanted 
with MiG-23s which are faster than 
either the F-16 or F-18, as well as 
being highly manoeuvrable. All 




S**n from fcwftrnd. the jet hurttes off into the dtstance 



MiGs come equipped with Atoll 
air-to-air missiles but won't, 
fortunately, enter the safe zone 
Looking from spotter plan* at your 
j&t with radar and ffie map on HUO 




around your home base. 

If the F-18 Hornet is selected. 
each scenario begins on board a 
Nimitz-ciass aircraft carrier with 
the F-18 already on the catapult. 
There are three scenarios; mission 
one is a basic MiG dogfight, 
mission two has the F- 1 8 bombing 
Russian Kynde-dass missile 
cruisers white avoiding SAMs r and 
missfon three is another nighttime 
free flight option. 



LOGICALLY 
subLOGIC 

Once a scenario is chosen the 
cockpit view and controls are 
displayed. Jet's instrumentation, 
identical for both aircraft, 
dispenses with realistic dials and 
Head-Up-Display (HUO), and 
instead places subLOGIC design 
displays on all four sides of the 
main viewing window, Although 
this is Fess effective than a HUD, n 
does not obscure any of the 
spectacular scenes Jaf can 
present and it is more user- 
fnendly than a mass of F-16 dials. 
Beside the usual complement of 
air speed indicator, altimeter, 
compass and thrust drspfay, Jet 
has several special displays. Ai the 
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REVIEWS 



FLE 
NOW 




lop left comer of the screen- there 
are a series of warning lights which 
are, in order, G - gear down. R - 
Red Out when minus g -forces 
result in loss of consciousness and 
control, B - Blackout due to 
excessive positive g -forces, C - 
Crash Warning which is most 
useful wh§n altering the aircraft's 
landing approach: F - Fuel Low; M 
- enemy Missile Locked on: E - 
Enemy Alert when MiG'sare withrn 
2.5 miles. 

Other special features include a 
yoke indicator, showing where the 
loystick is pushing the aircraft 
even if the pfane might not be able 
to respond" a g-foree readout; 
number of jets remaining: score 
and difficulty level indicators. In 
addftion there are pop -up radEir 
and map windows which can be 
called to screen. The map can be 
zoomed in and out of to show the 
total extent of the combat zone 
and both may be dragged in 
typical window fashion to 
whatever size is desired. There is 
also an attitude indicator, showing 
how far up or down the nose is 
pointed, which can be 



superimposed over the main 
display, HUD fashion. 

ALL ROUND VIEWS 

Whal is actually shown on the 
main display is open to change via 
a weatth of Flight Simutetor^type 

different view options. The player 
can view his aircraft from a spotter 
plane flying m formation to the 
nght; from the control tnwer; from 
a tracking ground based view; 
from directly below; from direclly 
behind the jet: from the MiG which 
you've locked onto; a wire frame 
missile— eye view arid a Full screen 
option which does not show the 
controls „ Possibly the mo&t useful 
perspective, however, is being 
abiR to look from the plane In any 
□f nine different directions, 
including directly below. Dunng 
dogfights, having a small window 
showing what's ait the six o'clock 
position behi nd you can be crucial. 
For combat the ordnance 
available i$ the same for either 
aircraft, in dogfights the most 
useful weapons are the M61 
20mm cannon, AIM -9 heat- 
seeking Sidewinder missiles and 
the AIM 7 radar homing Sparrow 
mi ssl les. On De I ock-on is ac h ieved 
the missiles can be launched from 
several miles away, but when 
these run out or miss, the cannon 
has to be used- For air-to-ground 
or air-to-sea combat the best 
weapons are M61 cannon again. 
AGM-65 air-to-ground Maverick 
rrtiSSJtefl and Mh-S2 free -tall smart 
bombs. During combined attack 
missions a mix of weapons can be 
chosen within realistic weight 
limits, and when these are 




AMIGA 

Diskette: £39.96 

To begin with l-i is quite 
dazzling; ta king-off and 
playing around with the 
multiple viewing option 
reveals both the speed and 
detail of the F-16/F-18 
graphics. Attacking the 
Soviet missile cruisers is 
particularly impressive. Yet 
while Jert is undoubtedly very 
playable as am arcade game, 
as a simulation it might lack 
a little detail - the omission 
of either chaff or flares to 
counter missiles Is 

particularly puzzling, though 
it does add to the skill 
requirement since you 
actually have to 

outmanoeuvre the Atoll 
missiles. To some extent the 
lack of a great many different 
scenarios is made up for by 
the huge number of skill 
levels, but even so, the 
simulation is a little 
disappointing in its limited 
number of different targets, 
tn conclusion Jet is a very 
attractive, if expensive, 
arcade/simulation f lig ht 

game, well worth a look, 

OVERALL 89% 



exhausted the aircraft must be 
returned to its base/aircraft carrier 

to rearm. 

When all these features have 
been exhausted, scenery disks 
from the Right Simulator games 
can be loaded in for free flight 



joyrides- Should a friend also own 
an Amiga, the two machines can 
be linked for a two-player dogfight . 
There is also an option whereby 
other computers, such as the 
Atari ST ( can be linked together vja 
a modem 



OTHER FORMATS 

Other versions of Jet can be found on the PC: Diskette E39.9S and 
Commodore 64/128: Diskette E34.9S, Conversions for the Alar I 
ST and Atari XE are also supposed to have been written, but 
prices and release dates aren't yet known. It should also be noted 
that the game might vary from version to version - particularly 
the original 1985 I8M game. 



11 . . . Jet is quite dazzling . . . multiple 

viewing option reveals the speed and detail 

of the F-16/18 graphics/ 1 



VERSION UPDATE 

I wish they all could 



CAUFORNIA GAMES 

Epyx/US Gold 



PROGHAMMEDin the States by 

Epyx, the PC verston of California 
Games has come across well. 
Originally reviewed in TGM001 on 
the Commodore 64/1 2S r 

Catiftxnta Games is a series of six 
events set in the land of sun, sand 
and sea. The events are: Half pipe 
Skateboarding, Foot bag, Surfing, 



Roller Skating, BMX bake ndmg 
and Flying Dtsc. They can be 
played - or practised - by one or 
more players. Scores are not only 
built up by successfully 
comptetrng the events but also by 
the number of stunts pulled during 
play - showing off is a Calif ornian 
tradition 



Sine* the Commodora original, tiw best cowers run y#f 




COMMENT 

Epyx have done an excellent job - there is a tack of quality sound 
but the superb payability of the Commodore 64/1 28 version has 
been retained faithfully. Graphics are of an equally high standard 
and you can select one of nine possible graphic modes before 
I q Ading, dependent on your particular set-up. Playing with a 
colour board improves the game further and possibly makes it 
the best PC entertainment package to date, PC California Ga 
is available on 5.25" and 3" diskette and can be played using a 
standard Atari joystick . 

PC 

OVERALL 90% 
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Atari ST torsion 




tiihimm 



* wo "* ftiirjirmtt 




Unchain yoir 

Your friend* are prifionen wl*Mn th* mvttirrlauft cajtl*. Iteleue the 
fetten, that bind them and chain th«m cit you rtfc i f; only then dp 
you mike yoyr escape. Release a? many A* you can for tt>e4r 
predicament hi dire, though the mo,r« y^i.h hive on your cnai*i the 
slower your progress will be! Defend youfttlf wfth a choice of 
ft different weapamf Batik yeuf vv^ through ( i 2 stages 
of gripping: continuous a-crlao! D«f**t your *o»s« rescue yewr 



Spectrum 48k Version 
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Copyright OATA EAST 
All rights reserved. 
Manufactured under Heed 
DATA EAST U.S.A. INC. 




Shackled is available for: 
Amstrad CPC Atari ST* 

CBM 64/128- 

Spectrum 48K/1 28K+2- 

Spectrum + 3- MSX 



COMPETITION 



BOTTY 



BIONIC COMMANDOS 



8-BIT & 16-BIT COMPETITION 




SPOTBOT 

At fasti A puppy that dotant mess the 
carpet or need watkits sV tfra ffrtl*, 
Torny s Spcifbof /s ffw p*ri*Ct pat 
Complete with cute electronic tmc* t ft* 
W*Q$ his tail, yaps, goes round in Circles 
and is generally adorable. Ftwe SpOtbois 
are looking for good homes an second 
pwflii 



Bionic Commandos are tough! Bionic Commandos are rneanf 
Bionic Commandos are a force to be reckoned with! Bionic 
Commandos a I so have funny, long telescopic arms -bit tike car 
aerials The Bionic Commandos are from Capcoms arcade 
originaf currently undergoing conversion by Go! if you read the 
previews last month you wilf already know that the Spectrum 
and Commodore 64/128 versions ar® looking good - and why 
not? The game is being programmed by Software Creations, 
the development house who had a smash hrt last year with 
Bubble Bobble, 




Bm the Bronte Commandos are 
i'so damned adventurous , 
they're aiso swinging in on (he 
Amstrad, Alan ST and Amiga 
loo. The Commandos enjoy the 
'bion-ic T prefix because of their 
mechanical arms. With a quick press 
of a button their fcuonic arms extend to 
grab hold of Ihe nearest object, and 
then retract, pulling them up. Doing 
this at ihe right lirne ensures I hat (he 
mechano-iads eventually make (heir 
way through all five levels under the 
payer's control 

To celebrate the April launch of 
QJOttiC Commandos, Gol have come 
up with a few more biomc buddies as 
prizes m this competition. First poze is 
an Omni tot 2000 robot plus a copy 
of Bion*c Commandos; there are Jive 
seconthpface prizes of a Spotbot and 
a copy o1 the game: and finally there 
are copies of Btontc Commandos for 
25 runners up. 

Fancy winning a rotiol to do all your 
fetching and carrying then? Course 
^ou do! Answer ihe five suitably 
robotic questions correct ly and send 
them ipius your name, address and 
model oi computer - see caption lor 
aeiails) on a postcard or bach of a 
seabed envelope to BiOKiC 
COMMANDOS CO MP, THE 
GAMES MACHINE, PO Bom 10, 
Ludlow, Shropshire SY& 1DB 
Entries should arrive here by May 19 
ancr an entrants must abide by the 
competition rules which can be found 
in the masthead 



1 . Whic h film proclaimed J N o m b$r 
5 is alive'? 

a} The Prisoner 

b) Short Circuit 

c) flobocop 

2. IThe film Forbidden Plartat 
starred which robot? 

a) FtQ-OTIflfl 

b) Cynthia Cyborg 

cj Robby 

3. Which actor player the bionic 
man In The Six Million Dollar 
Man? 

a) Major Wild BHiStealy 

b) Lee Majors 
c} Lionel Majors 

4. Which entertainment system 
offers ROB as an extra? 

aj Nintendo 
b)Sega 

cj Dolly Parton 

5. Waiter the Wobot is friend of 
who? 

a) Jonathan Woss 

b) Wogue Twouper 
ci Judge Dwedd 




^SOg / 



OMNI BOT 2000 

From Torn?, enOa&seenfn TQMOQ5. lhesophtsttcaJ4dandpwrscnaotoCminihvt20OQ 
m the top of the renge rn entertainment rooote. Butit-tn cassatt e t acot/* r piays Japes 
containing either movement rns titctrons in the form at a computer program, orttrvffe. 
A clock tail* me time and there are other novet featuras OmntootSOOO it manoeuvred' 
vra a radio-control unif Included m the package. Retailing a f o-ver £250, Omnthot 2000 
is our top ptitm. 



' 



B IONIC COMMANDOS - THE 
GAME 

Straight from The arcades with five levels 
of shoot- 'em-up action and crafty 

platform laapfng, we've gsl 25 copies of 
Bionic Commandos to giveaway to the 
runner* up for the Spectrum, 
Commodore 64/f$ti, Amtfrad CPC , Atan 
STandAmtQa. 
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The first casualty of war is innocence. 
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SPECTRUM 
COMMODORE AMSTRAD 

£9-95 
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SPECTRUM 
COMMODORE AMSTRAD 

£14-95 
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ZXZ-* "" A computer product from Ocean. ® 

Ocean Software Limited Ocean House 6 Central Street Manchester M2 5NS Telephone 06 1 8 32 6633 Telex 669977 Oceans G 




NOW 
TAKEN 



Dept VG, Castle House 

1 1 Newcastle Street 

Burslem 

Stoke-on-Trent 

ST6 3QB 

Tel: 0782 575043 



SPECTRUM SPECIAL 

OFFERS 

Tinge* Flenagade 3JKJ 

Ikari WirngrS 5,50 

we art the Champions . 725 
1 G Great Games. VqT 2 7 25 

Baton ii2ftfcofii0 6,50 

Roiling Thunder 6.M 

Fireflv 5.50 

CirWnoid ™. ..»._., 5,50 

Slack Lamp ,.„..., 5-50 

Magrwlron 5.50 

flastan 5.50 

Henagade ... 5.25 

mar 6,50 

fctgti M Grand Art* ... 7-50 

Magn.i.cent7 7& 

Predator fl.99 

Platoon 6*99 

Morfli Star 6.&0 

Dan Dare ll .,_ SJO 

Wood War 1 4.9S 

Outrun 6.50 

Crazy Cars 0.50 

Gun&hip 0,99 

Sflrctrof Lord 9.50 

Napoleon at War 6.50 

JSmashHrts 6.99 

G Lineker Soccer 5.50 

A Tatbral Firmer 6,99 

Scaietiw 6.99 

World Class Leader Baa-rd 6J50 

* * # TO CLEAR* * * 

Haartfand 1.99 

Onto , 3.99 

DruKl | En^hteiimefTt 2.99 
[Pi Battel ....... 2-99 

ttyStefYtftiwNifl ,„„.... 2.99 

RedLC.Q 2.99 

Stdewue . . 2.99 

Maskl . 2.99 

i*ask2 3.99 

Wasters Uni The Mo*e 2.99 
Akri W'senen Monty , 2 .99 
Jack we Nippp ■ 2,99 

Howard tfid Duck 1-99 

S1*r fta/<ters II MB 

Suimycte ............ tW 

Gyron 99p 

Bride ol Frankenstein .... 2-99 
Dan Owe 1,70 

EnnioreT ..,.„. 1.99 

DeiVlWiSh} 2-99 

LflflUjns or Death 4,96 

Oink 3,95 

Book of the Dead 3,95 

Loads -i w-nnigM 3.9$ 

Nm^a rtampslir 196 

Tha -ving Dayiighls . ... 3.96 
Koronts ftfft 1 .99 

Kids Pity 495 

Lords of Midnight 2.99 

Doortarts Revenge 2.99 

Oever & Srrc r* 2.99 

PS1 5 Trading Co 1,98 

The&gSteeM 1-90 

BatcnHwrjGuy ... 1-99 

dtaBanga ol Gooots 2,99 

Hive .... 1,99 

Doc She Destroyer 2,99 

Hardball 3 95 

Indoor SgortS ..., 3^95 

Little CompP«(*ie<i?8 only) 

h *95 

Gnosttnjstersi'i2SDniyi . 2.99 
ThsHuHt 99p 

HnflRuneHDne ...,„... 2.99 
Hot Rasputin 1,90 



ATARI ST OFFERS 



Dungeon Master 
Ikari Warners ..... 
Vampires Empire 
tolling fhundef 

Mach 3 

SmpPoker 

Space Harrier 
Battleships ... u , u , 

fluggyfldy ,.., 

CKrtnjn , „,„„, „. 

tamar Command ,-.,-,,. 
Oris , .. 

Platoon 

SlaphgM 

RmkPintner ...... 

Smbad £ T of Falcon ... 
Rocket Ranger 
Tne Three Stooges 
Where Time Stood SP 

Storm Trooper 

Varmmator 

Gunship ... 

Quanlum Pamtbo* ,,„,, 

OWiterator 

Uni Milliard' Simulator 

lenameji 

Blacklamp ..... 

Bubble Bobble 

Endure Race* ..... 



15.95 

1095 
13-95 
13.9$ 
13.95 
10.95 
10.95 
10.95 
10.95 
12.95 
15.95 
13.95 
13 95 
11 95 
13.95 
21.95 
2195 
21,95 

n.95 

13-95 
t6.95 
1595 
1?B5 
15J5 
15.95 
12,95 
12.95 
12,95 
10-95 



ATARI ST OFFERS 



CfuyCara 11.95 

efoesamaster 2000 .... 16.95 
'Cratton&Zunk . . .9L95 

Cftettonate 7-50 

Crash Garrett 13.95 

Classiques 11.95 

'Batfyhoo 9,50 

Delender or ttie Crown 21,95 
'EielensOT 5.95 

'Enchanter 9.50 

■Hartifl ....8,96 

Nnlidrt 9lM 

- Hollywood Hipni 9,50 

"Wlntar Olympiad 'U 13-95 

Tan#ewood 1&9S 

Silsm Service 16,95 

"Amazon , 7.95 

* Annuls of Rome 9l95 
**kanoid idbs 

Herds Tales 16.95 I 

" Brimstone 9,95 

• Siurfldbflgery 9.95 
k Clew & Smart 0.95 
'Western Games BL95 . 

- UN* Gamp People 10.95 j 

"Trinity 9.50 

■Tee lip Golf 8.95 

"TaiPan 10.95 

Turbo ST ..., 7.50 



ATAflf ST OFFERS 



1 Super Cycle 9,50 

Scruples ,., „., 1335 

Star Trek 13.95 

"SkyFoK 7.95 

- Strip Pofcer 7,95 

■ Solomon'? Key ., ., . 10,95 
a Su$|wcl 9-50 

■ Sea Sralftar 9.50 

" Soellbreafoef 9,50 

"Suspended 9.50 

"Spy v Spy BL95 

• Karate Ud I ,..*... ,12,95 

Star Wars 13-95 

Super Spnnt 10,95 

Martjie Madness . ..,.. 15.95 

s IauCe1> ....,., 6,95 

"Aci^ademy .„.„,„,„, 5,95 

Music Con &el 15,95 

■ Moonmist 9.50 

Degas Elite 15,95 

Bureaucracy 2?-95 

Balance of Power 21 .96 

War Hawk .. 6.96 

Captain Blood F.flJL 

Rampage , 10,50 

Leather Necks 13.95 

Tains ... 13.96 

FlSSlnfco Eagle , 15.95 

TNT 12.96 



— 



ATARI ST OFFERS 



MbcroLeage Wrestling 13.95 

Joe Blade 6.99 

Hunt 1rx Red Odober 15,95 

Chopper X 5,95 

Not a Pennv More 13-95 

Fofry Mason 13l95 

Karale Master 5.95 

Trivial Pursuit 13,95 
Screaming Wings (wiVi speechi 

10.95 

E.C.0 1195 

Road War 200D 15,95 

Road War Europa 15.95 

Mercenary Compendium ^5.95 

Tesi Drore ....„ ,. 1S.95 

Ruorama ...,. 12.95 

"Wander „....„ , 8.95 

Kings Quest Triple Pack 1 7.95 

Terrorpofls 16.95 

Baroanan fPVS. 16.95 

BaFfcanefl (Paiace) 1O.9S 

Stoke Force Harder .... 16.95 

Blue War T2.9B 

' Bouldef dash Con Kit 9.50 

■UIIhiibI ...... 11-95 

SOI 19 J5 

RaaaRunnef 15.95 

Ninja Mis&ion 5.95 

Roafi Wars 11.96 

Xenon _,„.„ 13.95 



Why go elsewhere? 

We stock most games on all formats. 
Telephone for games not listed. All games are sent 1 st class, 

most by return of post. 
Castle Computers, the competent mail-order firm that cares 

about its customers! 



AMIGA SPECIAL OFFERS 



Sidewind* 
tat 

Xenon 

Road Wars . 

Strip Pofcerll 

Rolling T- i-nrln. 

Mach 3 ....- 
S:nOad & T. ol Falcon 
Rocket Ranger 
Three Stooges .... 

Storm Trooper 

Vernunatof 



E.99 

950 

1 3.95 
t3.95 
10,95 
10,95 
13JS 
21.95 
2195 
21-95 
13J5 
16.95 



flWCKShWKW fln>r9.95 



Test Drive .... . 10* 

* Temple of Apsftai Tni .. 9 9s 

Garrison ISjOO 

"Sorceror 9J50 

*lnlirJer 9J50 

* Stercross 9.50 

* Suspended ...9A0 

- Speisbreaker 9^0 

-Pianertali 950 

"Moom^st 9.50 

Marble Madness .... . 16.95 

Jarbanan , 16.95 

rertari Formula l ........ 16,95 

- Slalianlall 9.50 



AMIGA SPECIAL OFFERS AM IG A SPEC I AL OFFERS 



Nmja Mission &99 

SJwiowgale 22,50 

Plundered Hearts „ 16.95 

tagh* 13.95 

^rivenlure Con Ktf 22.50 

A^ena 15.96 

Eards TAIt- 1&.95 

BlastaoaJI 13.SS 

Challenoetf 6^99 

Destroyer 15.95 

E Wavers Baseball 16>95 

Final Trip ft.99 

Gee Bee Air FLally 13.95 

Hfl 35 Fighler Mission . P.O.*. 
Indoor Sports 13.95 

Las vegas e.?9 

Maanie&oil , 16.95 

Powefplay 13.95 

Roadwar Europa 1&95 

Fioball Wizard 13J5 

Vader 

SlaiWars ...., 13.95 

Super Huey . 12-96 

Tfirrameii 13-96 

Tenopods 16*95 

Tnvia Trove 6*99 

*ZOfKiOrl|| , 9,50 

Mckj^ trap 10-96 

L eaderboar d 16.96 



■Witness „. 


9-50 


'Wishbonger 


9-50 


Kr.ighl Or* 


13.95 


Pac Land .. 


13.95 


Pac Boy 


5,99 


Leviathan .. 


13.96 


King of Chicago .. , 


21 99 


Interceptor 


17 95 


Battlssnips 


10.95 


Jinjftar 


16.95 


Backlasn 


13 95 


Turns Bantfit. 


11.95 ! 


Road Wars 


13.95 ' 


Police Quest 


13.95 


Carrier Command 


1695 


3D Helicopter 


17.95 


Gunsrwp 


24 95 


Right Stall 


34.95 


frand Stam Tennis . . 


. . 71.95 ] 


did Start 


5.99 


ShoofingSlar 


6,99! 


Space Ranger .,....,..,. 


6-99 ' 


SlarGlkder ,, ,, 


16-96 


World Games 


16,95 i 


0-paii 


13.95 j 


Insanily Ftflhl ............ 


. 12.95 


Ogre 


15-96 \ 


LurlUng Honor 


IB 95 


Fighter Command 


Tl 9i 



ST UTILITIES 



First Word + . . . 59.95 

Da^k Top Publisher 69-96 
G^T Macro Assembler 14.96 
GST C Compiler 14.9$ 

Data Manager 56 95 

WarkWilUanisCComEnler 

qa .96 

Art Director 34.96 

Film DtfectSK' 39,95 

SwItCak 56,95 

PalfH^ST .... . 34.96 

LAO 30PQ . 17.96 

3D Developers Disc ... 23.95 

i-'leet Slreel Putfisfaer 84-95 



Whw stocks test* 

WORD WRITER & 

DESK TOP PUBLISHER 

BRPEf79 95 
Our fltic* £119.95 



Riii 5lx*5 fast* 

DATA MANAGER 

* SWIFT CALC 

HHPfi59M 
ft^priw£Sft» 



Wf TAKE BVERY NEW ST RELEASE SO PHONE NOW FOR NEW TITLES! 



C64 SPECIAL OFFERS 



Target Rerragadt 6.75 

8edlam 5.99 

* 1 Mm n b^ 

Pic Land 6.99 

Firefly 6.75 

Rolling Thunder 6.99 

Platoon 6.?5 

fnp Fuel Challenge 6.7S 

Kfltghl Games II 5.99 
Ten Great Games Vol. 2 7.25 

Morpheus ....... 11,50 

Teas Drive 7,50 

Skate or Die 7.50 
ChvcfcYHgar5Flighi5mi 7 JO 

The Tram 7,50 

Oemon Stalkers 7.50 

SlttlVi Fighler 10-95 

Airbflurn* Ranger 10.95 

Adv. Tactical Fighter 6 99 

Power at 5ea 7.50 

RirnRunnef . 6.99 

MtQnttron 5.99 

prevPmr 1 5.99 

SupefHangOn . 5.99 

AnotolB 7,50 

^OiFirebtrd;. 7,25 

Gut? ,. 6,75 

Side Arms 6 99 

Karnov 6.99 

AfkariDid 1' 9.S0 

4lh and Inches s 6.99 



* CLEARANCE OFFERS* 

Enigma Force 99^ 

lonfc or Mdnighis 199 

Qiscovery 2.99 

Eagtes . 1.70 

Mandroid 2M 

Ma^i Torque 2,99 

On the Tiles 2.99 

RndLE.n 299 

PS 15 Trading Co 199 

Dan Dare 1.70 

Hardball 1.99 

Head ow Heals 2M 

HbAI 3,95 

Masters Uni the Movn: 395 
Presroenr 1.99 

Tracker 4 95 

WpHman 3.95 

Th^VikiAQS 150 

Shanghai 2.99 

Scary Wonslers 2.99 

Shadows ol MonJor . 2.99 
Stratlon 2.99 

Slaf Raidw s 11 299 

Vengeance 2.99 

Tioer^ in the Snow 2.99 

Werner . 2 95 

UnnCJlV 2 99 

SaEKPttulle '»p 

Mega Apocalypse 2J9 

Dark Empire 2.99 

CAfldranH 1,99 

Robin or in« VVood 199 

Dracula 395 

GameMaf Sa^ball 2,99 

Gamestar SasJiatoaJl 2.99 
Cleve? and SmaM Z V* 

Drj.O f« 

The Darnel Game 99p 

Drjid 11 the E nii^mUflAment 

299 
Time Fighter ^.95 

3 95 

Election 



T LIMITED QUANTITY. P A P is free on all orders ever £5 Under £5 p^ase add 50p. Please state The 



Machine wtien ordering. 
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COMPETITION 



PREHISTORIC BOXER SHORTS, AND IT'S . . . 




8-BIT & 16-BIT COMPETITION 




FRED FLINSTONE; typically average, red-blooded P prehistoric 
comical man. Likes: bowling, eating, sleeping. Hates: mother- 
in-law, working - especially redecorating - babysitting, being 
nagged. Typical prehistoric day: dealing with mother-in-law, 
work (specifically redecorating), babysitting, getting nagged. 



Fred faces all his favourite tasks 
in this new adventure brought 
to your screens by GrandSlam 
Entertainments Programmed 
by Torque Software 

Developments, whose credits 
include the recent Terramex, 
Fitntsiones puts the player in the roly- 
poly rote of Fred Flmtstone as he 
desperately tries to get to Bedrock 
Bowling Alley in time tor his regular 
game. 

Hounding him is his nagging wife, 
Wilma - a gorgeous doll she may be, 
but she has a sharp tongue. And 
hanging onto Fred's leopard -skrn 
couture is Pebble* - the cutest kid 
anyone could want, but with more 
m E^ehief fn her than a cunning fox. 

Just as Fred is ready to make hts 
way to the bowling alley, Wilma 
chooses that precise moment to 
announce: 'My mother is arriving and 
Fred r don't you remember how you 
promised to paint the living room 



before she arrives?' Pebbtes joins in 
the painting lark H assist ir>g Fred by 
drawing flowers, writing her name and 
putting handprints on the walls, Keep 
che Irttte sweetheart under control 
Fred - . . 

But even a relaxing bowl becomes 
fraught: Fred has to get his car to the 
Bedrock Bowl his buddy, Barney 
Rubble, plays a mean game, and to 
wrap up an ideal day, Pebbles has to 
be rescued from a building site. As 
cute as Ftintstones may look in the 
screen shots, it isn't an easy 
game . . . 

A positive host of Ftintstones 
goodies are waiting to be won, 
courtesy of GrandSlam : there are five 
first prizes of a Rmtstones video 
(VHS), a pair of unique Flintstones 
boxer shorts and a copy of the game 
And for five second-place prizes, we 
have boxer shorts and games, and ten 
runners will receive a copy of the 
Flintstones game. 



Win prehyster- 

ical boxer 

shorts, videos 

and games'! 



Ftmtsiones is released lor 
Spectrum, Commodore S4/t28. 

Amstrad CPC, Atari ST and Amiga. 

The five questions all relate to 
drtferenl aspects of the game's 
sections. Answer them correctly and 
you could be on your way to winning 
one oi the prizes. Send entries on a 
dinosaur egg or the back of a seated 
envelope {together with your name 
address and model of computer) io: 
FLINTSTONES COMPETITION, 
THE GAMES MACHINE, PO Box 
to, Ludlow* Shropshire SY8 tOB 
to arrive here by May 1 9, Our siandard 
competition results apply, if in doubt 
check out the masthead tor details 

1. An Old English Sheepdog is 
used by which manufacturer of 
paint as itr. mascot? 

2. In bowling what is the term given 
when a player knocks down all 
the pins in one go? 

3. M there are 292 pebbles per 
square toot on a beach, how 
many pebbles are there on a 
beach measuring 68 feet by 152 
feet? 

4* Your mother-in - law i* an Aunt to 
your children. True or False? 

5. Who published Yabba Dabba 
Doo, the first Flintstones game? 
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r erran 

EUROPE'S LEADING 

COMPUTER REPAIR CENTRE 



r 



il&leW 



LI 70 026&^ 








£5 « 
OFF •* 

ALL TRADE PRICES 










Li. 



'^To^ 



-882 



AMSTBAD 464 
£25.00 



COMMODORE 64 
£22.95 



SPECTRUM 
£15.95 



SPECTRUM PLUS 2 
£19.95 



YOUR MICRO DESERVES THE BEST . . . 

When your home or business micro costs several hundreds of pounds, it deserves the finest repair facilities in Europe 
(well, probably!). And the finest prices - £5 off trade rates for a fimited per&od only. • How? At Verran we use our own 
range of advanced automatic test equipment (now sotd worldwide), backed by stringent 2-8 hour soak-rack testing 
That means speed, ultra low prices and, most important, guaranteed reliability. For the first three months we'll repair 
any fault tree For the next three, at half these quoted prices. * It's the finest service available, 

* Currently we handle over 3500 products on average every day Providing services for such leading companies as 
Amstrad pla Commodore Business Machines, Sinclair Research, Rank Xerox. Dixons, Currys, Boots. W H Smiths. John 
Menzies and many more. • Join them and take up our special offer now. 



Recommended and Approved by 



ACORN AMSTRAD 



ATARI 



COMMODORE 



SINCLAIR 



. . . AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 



*Whm 0W*f £500.000 worth of spares in 
Stock, *• c*n meer many of your speciaNi#d 
requlr+rnerrfft. We've listed a few e scampi** 
and tor anyttting nOi dtaplayed just call us. 
and we'll quo!* irrtmetfLaiety inclusive of fint 
class po«l- 
SPECTRUH SPARES 

zeo cpu 3.50 

ULA6QQ1 7.00 

Power Supply 6-50 

ROM 7.00 

4 T 16 RAMS .75 

ZTX.6G0 .40 

ZTK2t3 .40 
Keyboard Membrane 

Spectrum 3.00 



Spectrum Piyg 
Metal Templates 

COMMOOOftE SPARES 

6510 Processor 

6535 CIA 
€581 Sid Chip 
901235 Graphic ROM 
901326 Rest ROM 
9Q1227 Kerned ROM 
9061 14 House Keeper 
6569-VIC 
4 1 64 RAMS- Memory 

Powet Supplies 
C64 



a.oo 

900 
300 



12.00 

12.00 
15.00 
10,00 
10.00 
15 00 
1000 

iaoo 

1 50 
19 50 



I $.00 

1^00 



Cits 

PIUS 4 

Am th« ib&j* Dncee include VM but t 

tuflher C I H DtME and p*Uung on ai\ i 
AS my pi ifiil ifi oound st(*f1#VQ 

HOW TO CONTACT US 
#For quotes on computer* not li&red or on 
any component. 1*4*pnon# 027 ft 642 AS. 
IQuoitng GAM/OSS} 

#TC send us your mtcro for r*panr. mad IE 
S*Curtly packed, accompanied by Cheque. 
postal order 4 made <ri| to Vifrtm Micro 
MamTenanee Limited! or quote your Access 
or Barclaycard numt»f. And to Obtain your 
special discount quOl* G AM/Oig . 



'erran 



Verran Micro Maintenance Limited. Unit2H JL2J. Albany Park. Fnmley 

fload, CaiTiberley Surrey GUIS 2PL Telephone 0276 66266. 
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FEATURE 






TO THE DOOR 

When Martin Chater and Mike Carroll of Visions 
Software, together with Julie Insfcfp, who 
worked for distributors Gentresoff, noted the 
serious lack of promotional Information about 
computer software, the result was BULLETIN 
f 000 - and the promotional computer game 
video was born. Robin Hogg went to their 
London W8 offices to find out more about the 
bulletin makers. 

Enthusiasts know all about up and coming new games, but you 
can't expect the buyers for large stores to have the same keen 
interest or the time to read lots of magazines. Two years ago, 
their only sources of reliable information were magazines such 
as CRASH and ZZAP! 64 through the reviews, but in terms of 
sales and in-store promotion h there was an obvious gap. The 
benefits of full promotion were not being realised: what was 
needed was a service for both retailers and consumers alike. 
From this, Bulletin 1000 was formed to make promotional 
videos. A Bulla was a Papal notice, usually nailed to church 
doors, issuing short, sharp edicts in the form of news. Since 
those days, the buitetm has remained one of the most effective 
means of disseminating vital information. 



" . . , It was 
decided that 
video would be 
the best prom- 
otional 
medium." 



Pnlil Bulletin 1000's formation, 
retailers only received 
promotional material from 
software distributors in a 
decentralised way and on a 
limited scale, but, as Julie Inskip 
insists, 'Retailers wanted more than 
what distributors could offer, which is 
when they turned to us. ' 

That was some two years ago: but 
first (he other side of the coin - the 
software houses - had to be 
persuaded of the need; after all, they 
were going to have to pay tor the 
advertisements. Video wag. not the 
first solution chosen by software 
companies. Before they came to see 
Bulletin 1000 as a direct link to 
retailers for product promotion, their 
efforts centred round contacting the 
mu-itipies and independent computer 
stores and sending them poster 
packs. It was an effective method but 
limited to a static display once in the 
stores, and inflexible. 

The poster packs were just to get 
retailers to know about products. 1 
says Julie, "but from this we saw the 
opportunity for further promotion of a 
more comprehensive and effective 
nature.' 



INTERACTIVE VIDEOS 

Alternative methods of promotion 
were suggested and considered. 
including demonstration disks and 
cassettes previewing the latest 
games. This aast required shops to set 
up al least one computer system to 



constantly display games, taking up 
space in -store and requiring constant 
attention, something the multiples 
and independents would not accept. 

'The demonstration disks Idea was 
considered but then dropped for 
obvious reasons, eventually it was 
decided that video would be the best 
promotional medium. 1 

The first videos were more of an 
interactive TV programme than 

Martin Chater loading a cass&tta into 
on* ofthGtwo intariinhad S&ny U-Matic 
vtdao machirma 



today's stand alone series of 
advertisements. A presenter an 

screen talked about products, with 
competitions for the viewers to take 
part in as well as the usual product 
promotion, 

Julie explains: 'As everyone is 
tuned to watching television, we 
made it very much like a programme 
that the viewers could get Involved 
with and, to a certain extent, interact 
with. A sort of Btu& P&t&rtor computer 
users on video! 

'However, a problem arose when 
the video was put into service, Even 
though rt went down well with 
retailers, attracting customers and 
helping subsequent sates, after a 
couple of showings it was found that 
viewers lost interest in the scenes with 
the presenter. He was superfluous - 
customers wanted to see the 
computer games and not someone 
talking - leading to valuable airt i me 
on the tape being wasted while no- 
one watched the presenter/ 



BOOTS THE EXCEPTION 

After the third Bulletin 1000 'issue> 
the presenter was removed and the 
programme looked like the now 
standard senes of short 
advertisements. Research conducted 
by Bulletin 1000 showed that this 
change was for the better, Stores 
using the videos were contacted and 
asked detailed questions relating to 
their effectiveness in terms o( product 
sales, number of viewers and the 
average length of lime customers 
watched the video. With the 
presenter's deletion, attention span 
time was increased from four minutes 
to 14. 
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'Which meant that on a haif hour 
tape,' Julie points out. an 

advertiser's product would be seen at 
least once by everyone who walked 
into the store/ 

Bulletin 1000 deals with the main 
multiples selling computer software, 
(John Menzies. WH Smith and 
Woolworths) as well as independent 
retailers. Boots are the big exception 
because they produce their own 
video, but even so they regularly 
contact Bulletin 1000 requesting 
copies of advertisements to include in 
supplied free of charge as e 
graluity. 

But in the beginning, as Julie 
reveals, it was the independents who 
were the key to Bulletin lODOs 
success. 'The independent retailers 
are a breed unto themselves; and they 
took some convincing, but once they 
were interested, they were very 
supportive and welcomed new ideas 
fOf the video. As soon as the multiples 
saw the video through the 
independents, and we saw that it was 
a successful medium to promote 
products through, we approached 
each other and it took off from there. ' 

With Bulletin 1000 now dealing 
Successfully with most British 
retailer? it seemed only logical to turn 
attention towards Europe as the nest 
objective, 

'TTie market tor promotional videos 
has really opened up with orders from 
abroad. We deal with customers in 
France. Holland, Germany, Italy, 
Scandinavia and more recently Spain. 
We have helped a lot of British firms 
$how their products in Japan, notably 
Nintendo software - which is good for 
them as it gives them a foothold in 
what is a market rich in potential. The 
different languages are only a minor 
problem as the videos are essentially 
the same; all that's needed is a 
translation into the required language 
before they are sent out-' A simple 
matter in London where numerous 
agencies retain the services of 
professional voice-over' artistes and 
translators. 

Extensive customer support is very 
much in evidence with discounts and 
special offers for clients renewing 
subscriptions- For new customers, 
deals were set up allowing clients to 
get the videos and equipment they 
required through Bulletin 1000 at 
lower cost than buying direct or 
through rental firms. This extensive 
customer support has long-term 
advantages not only through existing 
customers giving their continued, 
dedicated support to Bulletin 1000, 
but also through new clients who 
emerge constantly, particularly in 
Europe, 

EXTREME ADS 

In some cases, adverts show nothing 
of the game bar the title. Bedlam from 
Go! was a good example of this type 
of "teaser 1 in which the game title 
appeared with a voice-over shouting 
"Bedfamr. Tnis style of promotion is 
certainly original and eye-catching 
and Bulletin 1000 are watching it very 
closely indeed to determine its 
success (or failure) as an alternative 
form of advertising. 

Advertisements tend to be 60 
seconds long, although the b*g 



"on a half hour 
tape an adver- 
tiser's product 
would be seen 
at least once by 
everyone who 
walked into the 
store." 




"We have 
helped a let of 
British firms 
show their 
products In 
Japan, notably 
Nintendo soft- 
ware . 



it 



Christmas releases are sometimes as 
much as 90 seconds - and longer. An 
extreme case was Ocean's 
advertisement for Platoon* which was 
also to appear on the Columbia Video 
of the film. A unique event in computer 
software history, it lasted all of seven 
seconds! This incredibly limited 
amount of time proved a major 
headache for Bulletin 1000. 'The 
specifications for the recording were 
terrible/ recalls Julie. d ll had to be 
exact - no more, no less - and it was 
extremely frustrating having to 
compress all the information on the 
game into seven seconds. We had to 
keep re-editing and cutting bits out 
while trying to put in everything Ocean 
wanted to say about the game, along 
with the artwork, packaging and the 
Ocean logo. p 

In the case of games-oMhe-film 
and other licensed products. Bulletin 
1000 use libraries to obtain relevant 
material such as music, special film or 
television sequences or scenes from 
the licensed product itself, 
subsequently paying royalties fortheir 
use. 

Occasional ly they have to record 
from coin-ops for licence- holding 
software companies, but there are 
problems: J We don't like to record 
from coin-ops. to be quite honest, 
because the kids don't want to see 
what they can't buy - they can't buy 
an arcade machine! We'll do it if we 
show a computer version with it in 
comparison but they're very difficult 
to record from. We either have to bring 
them in -house or go to the 
manufacturers and record there, and 
even then we have to contend with 
American standards and 

incompatible formats. So in general, 
we don't record from coin-ops that 
much.' 

SO HOW'S IT DONE? 

It Is in the recording and editing suite 
that the videos are actually created. 
Within one room, the three main 
processes - recording, editing and 
duplication - are an performed using 
a synch-locked interfacing link 
between each. 

Beginning with the recording 
phase, the system is set up to 
simultaneously record the game onto 
a VHS video tape and a record-only 
Sony U-Matic system. The actual 
setting up can take a while, rerouting 
connecting leads Unking up the 
recording units and the relevant 
computet on which the software 
company's game is to be played. As 
the game is played the twin 
recordings are made. A time code is 
automatically generated, and appears 
on every frame of the VMS recording 
to display each scene of the game in 
hours, minutes, seconds and frames, 
each second being made up of 25 
frames. At the same time it is 
embedded on 0very frame of the U- 
Matic recording, but it appears only 
on screen, not on the video tape 
image. 

Once complete, the VHS tape is 
shown to the client software 
company. At this stage, the client 
decides which scenes from the game 
should be used in the advertisement, 
pinpointing their requirements by 
means of the time code visible at the 
bottom of the screen. 



"Using this system, explains Julie, 
"Software companies have total 
freedom to put any scenes they want 
in the advertisement, The customer 
decides which scenes are to go m and 
in effect we produce a tailor-made 
commercial 1 for them. Any ideas that 
the ciient has about the composition 
of the commercial how it is to finally 
look and the order of scenes, can be 
turned into reality quite easily through 
this system. The final video 
commercial, in effect, is a virtually 
direct copy of what t\m software 
company specifies/ 



ITS ALL IN THE 
EDITING 

The next stage is editing, Audra and 
video connectors are used to link the 
primary 'source* U-Matic (with the 
embedded time codes) to a 
secondary 'object" U-Matic machine 
onto which only the selected scenes 
the software company wants are 
recorded, the VHS version having only 
been used for the selection, me 
editing operation is run through an 
executive screen using a mouse. All 
standard video operations of both 
source and object video systems are 
controlled through the edit software. 

Game sequences can be tagged 
onto the end of other previously 
recorded sequences or trimmed, 
allowing a number of black screens to 
appear between scenes which 
effectively creates a pause between 
sequences. Each sequence has its 
own start and end time code fin and 
out -points} with the video system 
taking the specified time regions and 
transferring them onto the secondary 
U-Matictape. 

Corporate logos and special title 
screens are done here but for the 
more exotic generated video effects, 
Bulletin 1000 uses the services of 
another company. TSL They do the 
sort of shots where packaging whirls, 
flips and zooms about the screen, as 
well as caption information detailing 
the game title, producers, formats on 
which it is to appear and prices. 

The final product is then copied 
over to a master tape and the 
duplication phase is started, The 
format used by most of Bulletin 1 000' s 
customers is VHS; very few Beiamax 
recordings are made, reflected in the 
ratio of duplicating machines they 
have - 36 VHS, two Setamax Triats 
about the percentage in terms of 
demand for our tapes/ says Julie. "At 
the moment the VHS system, awful in 
quality that it is, is the system which 
everyone is using. We can also record 
and reproduce in stereo, but it 
depends on the retailers having stereo 
machines in iarge numbers which 
doesn't seem likely at the present 
time. 1 

TALKBACK 

When the finished video is sent to the 
multiples, independent retailers and 
overseas customers, the process 
does not stop there; feedback is 
continuous from all areas of the 
market. 'We are in a wonderful 
position in that we Can talk to virtually 
everyone in the industry. We get to 
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"We dc a gvotffob for emybody . 

sayA Julie Inskip 




mm 




. lalk to Ihe distributors who use our 
videos lor saFes training and the 
rgfaiters and ind&p*nctenl stores 
provide feedback. 

Through the multiples we can also 
talk to the customers wno are. in the 
end. the people who matter most. We 
have had very favourable responses 
lo the video from the feedback we get. 
When software companies come to 
record, they tell us how the sales went 
in i elation to the video. We also run 
our own spot checks with multiples to 
establish the effectiveness of the 
video and particular advertisements, 
especially experimental ones. On ell 
counts, the response has been very 
favours We.' 

And what aboul Bulletin lODQ's 
position in the market? Surely their 
success has prompted other, similar, 
operations? Martin Chater says not- 
1 We have the market pretty well sewn 
up. wilh computer games and music 
and film videos produced here. We 
have the multiples as clients, we have 
the independent retailers as well, and 
with our increasing dealings with 
Europe we're in a good position as 
leaders in our fieid/ 

Julie agrees : * The reason is that t his 
market place is not that big compared 
with other industries. The use of video 
as 3 promotional tool is very new. 
particularly when it comes to usfng it 
in the computer industry. We do a 
good job for everybody, striking a fine 
balance between what the retailers 
and the software companies want and 
what the kids want, the kids are in the 
end the people who matter.' 

"the best thing about video 
promotion of computer games ,' adds 
Martin, 'is that the games are totally 
audio-visual, nothing else compares 
with them, not even music, They are 
the most obvious choice for audio- 
visual presentation/ 

Which prompts another question: 
wilh the recent advances in CD-ROM 
and CD Video Disks, is Martin 
planning to adopt the new 
technology? 

"We keep an eye on technological 
developments, but the technology 
that we deal with at this level has to be 
tempered by what's cost effective for 
both the advertisers as an advertising 
promotional medium and what 
hardware's available for the retailer at 
a realistic level. We keep an eye on 
technology advances and their 
potential applications., so when the 
change comes, we H H be there in the 
forefront of video promotion. ,' 



In thv background, part of the campto* 
patchfi&td which allows different source 
computer end target video recorder* to 
&# linked together 



BULLETIN 1000 INFORMATION 

Jute Inskip was an employee al Centresoft. a major software distributor. 
Martin Chater and Mike Carroll wera both invoked with Visions, a high- 
prairie software house. In February 1985 they all met at the LET (trade show) 
at Olympia and started another software company called CSM. 
Encountering a serious pfOfctem m identifying all the multiple and 
independent retailers, they set up Bulletin 1 000 in May 1985. 

At first all video production was done through TSI Video Studios, but 
recently they have installed in -house taciNtpes for everything except complex 
graphics work. At TSI, graphics work is undertaken using Ch&risma* 
Quarters Paintbox and Supernova art utilities. Bulletin 1000 also nas an 
Amiga and operator so that clients can enjoy a wkJs range of computer 
graphics facilities tor enhancing advertissments on the spot. 




BYTE BACK 



THE 68000 



ATARtST 



Acadefny 1 9-95 

Annate Of Rome 24 95 

Aricanokf 14.95 

Backlm* 19 95 

Balanc* of Pcnw 29 95 

Barbarian U95 

Barbarian » 24.95 

Bards TaJe 24 65 

BaMestiicn 14.95 

Buyund Zont . 24.95 

Black Lara 19,95 

BubWeBobtte 19 95 

Ctemw!Qf£000 2495 

CrwpperX 0.99 

CompuiarHIl* . .29.95 

Cr*sn Garrett 19.95 

Crazy Cara 19.95 

Dark Cart* _ 24.95 

DeainatnUB 14.95 

Men*** or Crown .,.,.29.95 

Deja-Vu . . . 24.95 

DurwaonMastar „ 24.95 

Ewtohwi 19.95 

ECO • 19.95 

Enduro Racer 19-95 

Fi-gHt Stmutatof 2 49.95 

Scenery 04*7 &1 24 95 

PtSSlrfcaEagfe 24.B) 

Gauntlet __,24,95 

Gf?1 Dealer U 19.95 

GnomeRamger 14.95 

Gu-ldofTbah** ,,..,,..,,.24.95 

Goktrurvw m ,.24.95 

GunaHp.. 24.95 

Hunl for Red October 24.AS 

IkanWaniwi 14 99 

Impact , 1495 

Jiflxitit ... . 24.95 

RoaBiade 9Ji 

Kari™ GfW*i Pnx 9.95 

Kings Guesl 3 Pack 24 95 

Krught Oc 19,96 

Leader Board 24 55 

Tournamonl 0*s* 999 

Lfltow* Sufl Larry 19.95 

Mac*i3 19.99 

Marble MaoViesa 24 95 

Mercenary ,...24 95 

MwtvHWj Maw „ 24.95 

Niift Motion ... 9.95 

Cfcfe ••• 1999 

Pawn 24 95 

Ria#TtaaJ#2or3 24,95 

PiulOs ...14.95 

Pool ....... 9.95 

Power Struggle 14 95 

PrBdalof.. 19.95 

Rampagcj 1495 

RoadRunner .,.., 24.95 

Road Wsr 7000 24.95 

RoHino Thunder . 19 9? 

Scnjpfe* 19,96 

Second* Out 19-95 

Seniniel , , 19-95 

S4*m Santoa * ™ 24.95 

Slayoon .. 19.95 

Slai Trail 19.95 

19 9*. 
,2495 



Elar Ware 

Sl:irgiider 

Smka Forca Hainar ..... 24.95 

Sinn Poke- II Plus 14.95 

Sub Beltha Simulator ... 24.95 

Super Sprnl 24.95 

Tnnglcwood ..24.95 

Tan-anus* ... 19-95 

Taat DnVe 24.95 

Totru 19.95 

Terrorpod* 24,95 

Tnnret _ 9,95 

TSma8aric*i 29.95 

Tonic Tile 24.95 

Trauma 19.95 

Trivial PiKtuH 19.95 

U.M.S .. , mm ..24,95 

Varnpfra Ernptni „.., 19.99 

VVsrMHwk 9 95 

Winter Olympiad B8 1B.95 

Wizball . .... 19.95 

World* Gr«al£pyx 29.95 

ftmofi „ ,— ,.,.,-.-. 19.95 
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Amiga Kara I a 19.96 

AilltFox _— t9-96 

JMcftfwki .24.95 

Arena end Bralaccus ....... 29.95 

Artnf ChaEs 24.95 

fiachtaan , 1995 

Balanca of Power ,-,_,.,.,.. 29-95 

Barbarian ,~24M 

BardaTate 24.U5 

BenleflHpd 1995 

ChalUs>gef , 9 95 

Cftt8*m»!rter2«» ........... 2* 95 

Cop^ani Run „.„ m _ t4.95 

Compter Hrts 29.95 

Crack , . . 19.95 

CrazyCara £4,95 

Cnjnctwf Fadlry 9,95 

DwtcCaalle ..,., ?4.95 

Dalandw ol Grown 29.95 

DejaYu £9.95 

Deslnyar u . 24 99 

DteCQrtry 34.95 

EagteaNeal . WM 

Eart Weever Baseball 24.95 

ECO .......24.95 

Faery Tate -., 49.95 

Ferrari Formula One ,.24,95 

ftmri .,. - 9.95 

Ftrapowar 24.95 

FVgmamtMDT? -a^-95 

Gnome Ranger 14.95 

Qoldrwirwr ......... . . 24,95 

Grand Slam Terms ., 29.95 

GmldofTnai«a .„ 24.95 

NoBywood Po*er 19.95 

Hunt let Red Ocloder . . ..24.99 

Impact ..-..,... 14.95 

hMnify_F(QM ..., 24.95 



Indoor Sjporta 
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JoeBiada . 



24 .95 
ffiftfi 

9.95 



JumpJel 14 95 

KaratftKidH. ,,24.95 

Kk3tarl ,.-...,.. 19.99 

King ol Ctricago 29.95 

K^oa Quest 3 Pack! 24.95 

KrtghtOrc 19 95 

Lama 6 ina Anaas 14J6 

Laadarboaid ,..,,.2^.95 

tavtathort _ W.B5 

Mamie Madness 29.95 

Mean leeofl 24.96 

Maroanary 24 9^ 

MimfahfldOW 24.95 

Miwion £la valpr tB.£5 

Wm|a Mrasxm 9.95 

Pawn 24 95 

Q Ball 19.95 

Hoadwara ™. ,- 19.9-5 

flofling ThgnOaf 24.^5 

SCM.T. .,..29.95 

Shadowgalo 24.95 

ShanghaJ ...... 24.96 

SUawlndar ,. m .„ 5-96 

Slent Service --, ..24.96 

Slnbed 29.96 

SfcvFiqfiEar t4.96 

Skyfe^ .,- 14.95 

SuaeflBdttia , r . 9-95 

Space Port 19.95 

Star Wars .,._ 1B.S5 

Starnlider 2495 

Stellaf Gijnllict ,..„ S6-00 

Strang new World „. 14.95 

Slrika Force Hanger „ 24.95 

Strip Poker H* - T4.95 
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Games 



Hurry aJong to the feiw,^ 
Comnwdore games arcatfe 






Cut the 
queues and 
save £1 per 
head - with 
this advance 
ticket order 



Novo-tel 

Hammersmith. London W6 

June 3-5 1988 

Post to: Commodore Show TickAis. 
Eutopa tfoujd, Adiington Park, 
Adtmaton, Maectvstwfd SKtO 4NP, 



1 
I 
I 






II Please debil my Accbs&/Vf&& card no: 

{ I Access/Visa 

i I I I 1 1 i i i 1 1 m 

Admission at door: Advance ticket orders 

£3 {adults}. must be received by 

£2 (under f£s) Wednesday May 25 



Signed 



PHONE ORDERS Ring Show Hotline: 0625 S79S20 
PREST£L ORDERS: KEY *SS, IKEISI 614E683S3 
MICfiOUNK/TEl ECOM GOLD ORDERS: 72:MAG001 
Ffea$& quote credit c*rd number and full Address # A 364 
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ADVENTURE 



ROB STEEL'S 

GETTING 
ADVENTUROUS 



SHERLOCK - THE 
RIDDLE OF THE 
CROWN JEWELS 

Infocom 

COMMODORE 64/128 Diskette: £19.99 
PC COMPATIBLES Diskette: £24.99 

Sherlock - The Riddle Of The Crown Jewels is the first 
story in Infocom 's new Immortal Legends series, 
developed in conjunction with Challenge Inc. Using 
Intercom's development tools, Challenge lends its 
own blend of puzzles and plotting to interactive fiction. 
The author, Bob Bates, lives in Greenbelt, Maryland and 
is a graduate of Georgetown University, This is his first 
adventure release. 



Sherlock Holmes has been the 
subject of many adventures in ttie 
past, however. Infocom have put a 
slightly different slant on the 
scenario by allowing: the player to 
lake the role of Doctor Watson 
rather than the deerstalkered 
super sleuth. 

Holmes' s arch-nemesis, the 
villainous Moriarty, has stolen the 
Crown Jewels, The Urging of the 
crime is particularly dastardly, it is 
Jubilee Week and a Royal 
procession is to take place 
through the streets of London in 
two days. Should the jewels not be 
recovered in time for the Queen to 
wear them, the theft will be 
exposed and the British 
government will fall into 
international disgrace, Scotland 
Yard has tried every trick in the 
book to trace the- thief, to no avail- 
Hence the PM himself visits 
Holmes's home to ask for has heJp, 
You, as Doctor Watson, arrive at 
221 B Baker Street while the PM is 
waiting in the parlour to see 
Sherlock, 

You find the housekeeper, Mrs 
Hudson, in a temble state. It 
transpires that Holmes has not 
been out of his study for three 
days, ha has entered one of his 
depressed states of mind for 
which only you know the cure. 
Eager to help, you march up to his 
room and show your old friend 
today's ne-wspaper. As soon as he 
reads of the jewel theft. Holmes 
snaps out of his depression and 
into action, 

The PM is now allowed into the 
room and subsequently hands 
over a piece of paper on which is 



written a clue, and a less than 
veiled threat to Holmes, From this, 
Sherlock surmises that the thief is 
none other than Monarty. Aware 
of how well the villain knows him 
and hrs sleuthing ways, Holmes 
decides to after his detecting 
tactics by allowing you to conduct 
the investigation m , . under his 
guidance of course. This way he 
hopes to thwart Moriarty's plans 
to kill him. and find the Crown 
Jewels before the procession 
ensues. 



HOLMES IS WHERE 
THE ART IS 

An examination of the ciue and the 
map of London (supplied in the 
packaging) should give you some 
idea of where to begin the 
investigation, and reading the 
instruction manual may help you 
find a reliable way of getting there. 
Two types of cab are available to 
you: the growler and the hansom, 
one of these is more trustworthy 
than the other, but both are free! 
Exploring olde London towne is 
interesting, from the most famous 
Fandmarks to the gloomiest back 
streets, Holmes trails Watson 
offering advice and information 
when he can, although most of the 
time the good Doctor has to figure 
things out for himself, Travel is 
quicker by cab; walking from place 
to place can take valuable time - 
and you only have until 9,00 
Monday morning to solve the 
crime. 
The game is standard Infocom 



style with a status bar at the 
screen's top and an abundance of 
white text which simply oozes 
atmosphere through the monitor 
from the black background, 

Unfortunately there are one or 
two elements which are not quite 
up to InfocorrTs usual struggle for 
perfection: a sign outside the 
temporarily closed Tower of 
London apologises for any 
inconvenience caused and then 
offers, "Have a ntoe day!'. Thus 
Americanism - which I'm sure 
didn't exist in 1&B7 - ruined any 
atmosphere the game had built up 
and brought medownto earth with 
a bump, 

IT'S A FAIR CAB, 
GUVNOR 

Even though I only completed 
36% Of the game in the short time 

I had to play it, I still encountered 
one or two other oversights. Whilst 
Sifting m a grgwler parked near a 
man selling telescopes, I 
inadvertently managed to get the 
game very confused: the man 
offers to sell me a telescope for an 
inflated price, 

The cabbie says: "Where to. 
Guv 1 nor? F 

I input HAGGLE, and the 
program asks Haggle with who?' 

The cabbie says Where to. 
Guv 1 nor?' 

I input MAN (indicating who I 
want to haggte with) and the 
cabbie says, "Oh good, I've never 
been THERE before.' and goes 



caf eehng off through the streets of 

London with Holmes and I still 
mside. We eventually stop in a 
random location miles from the 
telescope vendor. Mosl 

anfuriafrng. 

Du ring t he rest of my Watsoni an 
escapades I met Beefeaters, 
secunty guards, pet shop owners 
and hundreds of tourists. I was 
abte to row up and down the 
Thames, visit Westminster Abbey. 
Scotland Yard, Madame 
Tussauds and Buckingham 
Palace. Holmes followed me 
everywhere and. although he 
didn't offer that much helpful 
advice, his presence wasnl as 
annoying as that of a certain dwarf 
who once 'helped' me on a 
previous quest. 

Sherlock is enjoyable, its initial 
ease encourages you to play on, 
and as puzzles are solved and time 
ticks by, a certain necessity to 
crack the case is instilled. The on- 
screen hints are templing to use 
when a seemingly insurmountable 
problem is encountered, but true 
adventurers should find them easy 
enough to resist. I shall return to 
olde London towns in the guise of 
Watson during my own time, this, 
to me as a reviewer, is the sign of 
a good adventure. 



ATMOSPHERE 87% 
INTERACTION 85% 
OVERALL 86% 



LOADS OF MIDNIGHT 

CRL 

SPECTRUM Cassette: £9.95 

Adventures written to be humorous usually fail 
miserably as all they do is send up the more serious 
side of genre. Taking a product and mocking it to try 
to be amusing is easy and shows a lack of imagination 
on the part of the author. Loads Of Midnight is one such 
game, 



The Land of Midnight is the setting, 
a place where the computer age 
has recently dawned and sales of 
software are booming. It 
transpires that Gloompork the evil 
one, banished to the Northern 
wastes some years before, is bent 
on conquest. He has learned of the 
mind control properties of a 



certain black gem to be found 
embedded in a golden crown, and 
he wants it. With the gem in his 
possession people would do his 
bidding and he could build a 
Software industry all hts own - 
power and recognition wouJd be 
hi$. However, many small 
companies still thrive, one such 
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ADVENTURE 



being owned by LudO. who just 
happens presently to be in 
possession of the golden crown 
(although being good of mind, he 
would not use ft for personal gain), 
Fortunately he hears Of 
Gloompork's avaricious interest 
and decides he must destroy the 
crown by casting it away from the 
top of the Tower of Doom . On ly by 
doing this wilt the Land of Midnight 
be safe from Gloom pork"s dire 
threat. 



A LOAD OF . . . 

Written using the Quill, fflustfator 
and Patch, Loads Of Midnight 
lacks atmosphere. The graphics 

are good and nicely reminiscent of 
Lords Of Mtdnsght but the text 



descriptk." - ■ H i hem down badly. 
Most of the writing is taken up with 
wheat exits are available, which 
soon becomes tedious. 
Admittedly I did not get very far, 
mostly because I couldn't be 
bothered. There is nothing in the 
game to warrant perseverance , 
and the attempts at humour are 
childish, often irritating. It would 
be nice to see some original 
humour injected Mo some of 
these utility-created adventures. 



ATMOSPHERE 28% 
INTERACTION 22% 
OVERALL 26% 
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77i» graphics arm a close parody of the original masterpwte 



FEDERATION 

CRL 

SPECTRUM Cassette: £9,95 
AMSTRAD Diskette: £14.95 



Once upon a time in the golden olden days of 
adventuring when all that was required by the player 
was the old verb/noun input, there lived a software 
company that churned out games thick and fast - 
mostly written using Gi (soft's utility the Quill. Eighth Day 
Software produced some above average quests 
including; Faerie, Ice Station Zero and one of my all time 
favourites, Quann Tuila. Federation is a revamped version 
of the latter. 



Quann Tullo is the flagship of the 
federation, unfortunately its 
designer. Erra Quann, has 
hijacked it. He pilots it to an 
outpost of the evil Empire where 
lie hopes to sell the secret of its 
innovative engines. You take the 
role of a member of ttie 
Federation's elite secret service; 
your mission is to stop Quann. 

The adventure begins Inside a 
cracked Nfe support bubble in the 
smoke-filled interior of your ship. 
The first problem is one of avoiding 
suffocation, but it is easily solved. 

Releas&d yearn ago by Eighth Day 
as Quann Tulla, Federation he 
revamped version with graphics 







SCORE BB1 



HHHH 



TURNS 000 
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urtained arches Lead east, 
Duth and south-east • 



du arc outside a battered da 
n which is uirittens 

DANGER - rtlDtt UQLTflGE! 
LIC« FINDER I 



The vessel is drifting close to the 
battered hull of the Quann Tuila, 
and pressing the blue button 
found in the cockpit allows access 
to it via an umbilical cord. One* 
these (wo initial problems have 
been deaJt with the game is yours 
to explore. 



WONDERFULLY 
WEIRD 

Science net ion is usually a good 
topic for adventure games as it to 
only the author's imagination 
winch limits the -scope. All kinds of 
weird and wonderful objects and 
creatures may be incorporated in 
such adventures with no logical 1 
reason needed for their presence 
or role in ihe game. Quann Tulla is 
one such game which 
incorporates many futuristic/alien 
elements to good effect- The ball 
that changes size when picked up, 
the computer terminals, the 
Shock-cape and ihe numerous hi- 
tech creatures found in the 
corridors of the great ship, all help 
to build up a believable 
atmosphere Although most of the 
objects to be found may be alien 
to you, the EXAMINE option is 
sensibly implemented, helping 
explain, or hint at, the uses of most 
nf them. 

The screen layout is nicely done, 
with a small graphic 
representation of some locations 
displayed in the top left-hand 
corner of a well designed control 
panel- This also shows your score 
- 10,000 is possible - and the 
number of turns you have taken. 
Below, scroll the lex! descriptions. 

Quann Tufia was a good game 
when it was first released all those 
years ago; its overhaul and new 
look modernise and help mam lam 
its appeal, although the price 
little steep for a single-load game. 



ATMOSPHERE 75% 
INTERACTION 64% 
OVERALL 70% 
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Stretch out your scrawny necks and drift In 
for a carrion landing with VULTURES — an 
unlikely, but involving boardgame - plus: 
be Jimmy Greaves et al with Serif's 
adaptation of Central TV's SPORTING 
TRIANGLES. 

GAMES NEWS 



Buying Paradigm '5 latest 
game, Psychology Slander 
intuition (PSI). set for 
release in early June P could 
lose you a lot of friends, (t 
gives you the chance to tell your 
chums and relatives exactly what 
you Ehink of them, and it is, say 
Paradigm, incredibly easy - the 
hardest part is living with yourself 
afterwards. Players take turns 10 
pick personality cards showing the 
name of a pop or movie star, your 
best friend, or even your better 
half. Without showing the card, the 
objective for the other players is to 
guess the mystery person's 
identity by asking you PSI 
Questions 

PSl. m& gams NW answers questions 
tik e ■ Whpt kind oftnHatable would 
your sifter be? 




These can be anything from "If 
this person was a holiday resort, 
which one would they be?' to, "If 
this person was a member of the 
pig family, what kind of pig would 
they be?'. 

Naturally if that person was your 
best friend the proceedings might 
become, well . . . difficult to say 
the least, 

The game m its spoken form has 
become popular m pubs and at 
parties during the time designer 
Steve Knight has struggled to 
publish after rejections from many 
other companies. THE GAMES 
MACHINE has yet to see how it 
improves Over the spoken version, 
but we will keep you informed . 

The Games Team whose 
previous title A Question Of 
Sport, earned them a reputation 
within [he boardgame market, are 



set to release their next creation in 
August: licensed from Guinness 
Publishing, it is called Genius - 
Th& Game Of Phenomenal Facts 
and revokes around questions- 
and-answers based on record- 
breaking achievements as 
described in that well-known 
anthology of personal madness, 
The Guinness Book Of Records. 
'It could not be described as 
'Trivial Y states Bob Johnson of 
The Games Team, The package, 
which also contains The Guinness 
Book Of Phenonienal Pictures, 
retails at £29.95 and ts being sold 
through Toy Brokers Ltd. 

Front Page Splash - a 
Simulation on a board, inspired (if 
I hat's the word) by the world of 
}oufnalism h is about to be launched 
by Octogo Garni-* Just like the 
real thing, six people try to create 
headlines and stories from 
random words - we do rt all the 
time here at THE GAMES 
MACHINE. The playing board 
resembles a daily newspaper's 
front page and the game comes 
with 600 words, each with different 
scares depending on their length, 
with which to build up the story, 
Players take turns to add words 
and the winner is the one with the 
highest score when the story is 
completed - a sort of Scrabble 
with whole words rather than 
individual letters, 

A copy of Front Page Splash is 
being wired to US at this very 
moment and if it doesn't change 
the way we write H we'll demand our 
money back. Look for a review 
next month - now who last used 
Rogers Thesaurus 



VULTURES 

Henry Games, El 9.45 
2-4 players 



From Henry Games K s London 
headquarters at 42 Beak Street 
(it's true . . . ) oames Vultures, one 
of the most simplistic yet highly 



entertaining boardgames we've 
played forages. 

The board represents a desert 
landscape complete with two 
oases and four nesting trees. The 
yummy objective is to be first 
vulture to collect five carcasses 
and return to your designated tree 

At the start, playing vultures are 
each dealt three cards from a 
collection of flight, fight, carcass 
and waddle cards; any left over are 
placed in the discard pile face 
down. 

At the start of a turn the vulture 
in ptey declares if it has a carcass 
card by squawking loudly and 
throwing the carcass card next to 
the discard pile face up. Next, it 
takes a new card from the discard 



down, flapping their wings and 
squawking loudly. Challenging an 
opponent to fight is simply 
achieved by landing on an 
occupied square, although 
vultures nesting in trees cannot be 
attacked. 

Each player should own a 
couple of red fight cards by this 
point in the game - the cards each 
have a value on them, ranging from 
one to ten, The vulture with ihe 
highest fight card wins the 
challenge and receives one of his 
opponent's carcasses {no point, 
then, in challenging a carcassiess 
vulture). The big bonus in 
challenging happens if the vullure 
being challenged has no fig hi 
cards - K this is the case the 




A bit of Vulture culture from Henry Ga 

pile and turns the following card 
face up on the other pile. The grid 
reference shown on the displayed 
card is then used to place a 
carcass at the corresponding gnd 
reference on the board. It may 
sound complicated but works fine 
in play. 

hf a vulture does not have a 
carcass card it can carry out one 
of two movements: one allows the 
vulture to take a new card from the 
discard pile, two allows the use of 
a flight card to move the number of 
squares the card shows. A waddle 
is a similar card, but movement is 
restricted to only one square. 

The objective in flying around Is 
to get to a carcass and daim it for 
your own before any other piayer 
does, 

Fighting - another way of 
collecting carcasses - takes place 
when a Main Vulture Fight card la 
drawn from the pack and 
displayed. Players drawing this 
card have to give a battle-cry 
consisting of jumping up and 



Challenging vulture receives a\\ the 
carcasses and the unlucky vulture 
is out of the game, 

The game is concluded when 
one vulture has claimed five 
carcasses and has nested m its 
tree. 



THE VERDICT 

Vultures is a great launch product 
for Henry Games, it appealed 
immensely to even/one who 
played it - probably because it 
combines strategic thinking with a 
bit of lunacy thrown in 
Additionally, it's your skill that 
eventually helps you to errverge the 
victor - there are no dice adding 
luck to the consequences. 
Admittedly, it took a couple of 
games, for everyone to fully 
decipher the instructions and see 
how to worfc them to their best 
advantage, but having done this. 
Vultures showed itself as an (oddly 
enough} attractive, absorbing 
game of greed and supremacy. 
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SPORTING TRIANGLES 



Serrf, £14.99 

2-4 players or teams 

As the title suggests, and by its 
tf&ry nature, Sporting Tnangi&$ is 
only likely to appeal lo players 
heavily into sport. If you are the 
sort who prefers watching the 
Saturday afternoon film on BBC?, 
don't even bother having a go. The 
3,000 questions supplied require 
considerable knowledge of not 
only present sporting facts hut 
past ones too. 

Players choose a playing 
triangle [yellow, green, white or 
red) and take turns to throw the die 
which dictates the number Of 
squares they move clockwise 
around the tri angular game board. 



Questions are asked when players 
land on red, green (both specialist 
sporting questions) or yellow 
{Sporting in via) squares- One point 
per correctly answered question is 
scored, marked by placing a small, 
solid plastic triangle of the players 
colour in the triangular peg board, 
Should a question have a bonus 
question attached, a correct 
answer scores the player two 
points. White squares represent 
harder questions and score two 
points for correct answers. The 
first p!ayer lo fill their tnangular 
score segment with pegs is 
declared the winner. 

THE VERDICT 

Sporting Triangles is a worthy 




ErmT . . . AmaitngfAnd , , 



Sporting Triangles is good * 



trivia game if you have players who 
know about the many aspects of 
sport the questions cover. It really 
boils down to sporting Trivial 
Pursuit, so you can gauge whether 
you're going to like this or not 



before playing it. The boxed 
packaged is nearly designed, 
contains dear instructions - but 
can the boardgames market take 

another trivia -based game? 



THE GAMES MACHINE CLASSIFIED SECTION 

HOW TO REACH 200,000 
OTHER READERS! 

From TGM007 THE GAMES MACHINE Reader Classified Section will be read by literally thousands and thousands of people -probably 

the best available method of reaching other computer users with your small ads, Whether you want to buy, sell, swap, meet or merely 

inform, an inexpensive classified ad in THE GAMES MACHINE could soon be the ONLY way to do it! 



cuiarmMMtt 

ttUCMfl Hurts Qbcuh*d SMUrwi n nnl .w« m *ftd« * HmiMflSW H « r f l I ; ni/iiwi«#p uH-rf Ihf 

eti*-tP*fcifulp P wasted njh &Ui. SftMUtt ttt H DWK FHIMU FiWHMft mc mdHQlUV ifr Fm&'u 
Mii : mKhng'. w pi*w?d r*riiv ftiwwi W BMH *b*n Tf.M LtufiMnmg P*l« nHn it* tuT 



HOW TO PLACE YOUR SMALL AD 

Cut out and send off thm fonn. tfrgflPw with your peymttiTt of 12.50 p«r«Frtn^ tw^n l-c^tiMM 
Of postal wdens preferably, mac* piryabl* ta NEWSFlELD LTD). Photocopies of the MS"* 
an *? acceptable. 
m The maximum 45 35 words 

• The se-^'ce is not open lo TaflB/coftimwci* ItfWliWS 

• Smtfl wis w* be printed m the Rrttt avatlabls 4tui 

• Th*«*IViwefveB the right to refuse ads whic*i do noi corn^y wvth normal decern pf actioa, 
or *vtnr;r> cuuW b* interpreted as encouraging software P' r acy 



TO WMOS -FOR ONlt £l.Ui 

Phvmalli pflp imi K<MTHeBJimMiH|lW uiajlH*JMtgJHirHi^ A«BH Bui i% i i«iri* opening di 

giW* pdU VKChHKl biKE TWO M&lpi MphH id nnlp ** f fru G**fcl*« |mlh "1 H* limr 1M ■' ran lifcr ■ «tl 
FHEF 1D = "t j III* 4f«4 - Wt H* Vm ta Mi*i 



0HE-0FF OPENING OFFER 
- A FREE SMALL AD! 



Th« Tighl-hnnd coupon may be used lo place a second ad free of char o* . Thkf farm MUST 
ba cut Irprfh Pie magazine, no photocopies will be accepted. II can kl ompnn-y your paid-For 

W\ry form to go in me same issue, or you may mark il for melusin-n in up l n- TGMQ09 Free 
forms received on their own will be printed up to TG MQ09 a % irvng p* ih* send-sf has already 
PAID FDR AT LEAST ONE small ad up to the ok*** of tturt issue, 



pTGM READER CLASSIFIEDS 

| Sand to THE GAM E S MACHINE READER CLASSIFY PS. PO Box 10. Ludlow, Shropshire 

I SYS toe 



Mm 



Postcode 



Tick Claasrfied heading: 

HWaftled ' For Sale SwapJims f_ Pen Pats [ |Jsef Groups Fanzines 
[ ' _p«rnt D*y [3*bcelLaneotjs 
Method of payment JTGtuqut 71^^^ C^dor 

WH« youi »d¥€irtisemenl here, one word per ttt>K. and mchude name, address and 
Tiumtrtrrf y«y*!lf« inem pflrtted. 






TGM READER CLASSIFIEDS 



tund tO THE GAMES MACHINE REAPER ClA$$JFIEO$, PO Bet 1 0, Ludlow , Shropahire 
SYOIDfl 

M»me r 



Post: ode 



Tick Classllied heading; 

QMftsfllfld Q]Ff*f Salt Swapune " Pen Pals Usef Groups | Farumes 

i ^Evenls Diary ; "W«»llan*ou* 

Method of payment Cheque | Poalal Order 

Wrde your advertisement bore, one word per box and include name, address and phone 
number ff you w*ni trwn pf irttttd. 
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ST PRICE INCREASE 

Due \o a worldwide shortage of memory chip 
prices of many computers have gone up From I 
April 19B8. the Atari ST range is also likely !o be 

affected. For details or any price increase. please) 
| return the coupon below for our latest literature 
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ONLY FROM SILICA 

S^232« SS^lSSul" «■"" "3* «ft^M^ SH*- Shop in p^Hrt » pwnt HJj 

wTSSJuhiTn pvA.«mdi*ior tKhr^iuflr. p^dwilT, ■ 0*nai»l computo; in* eMjn*™ Iimp Jj» 
teH nub Wh«n mm ft ra* U&. m mpfcp *nd MM to buy r ha m«i ST eompuii™ Hi .htluoa 
l^M inww *y«Uui pod Hu* in Ml* dn*n Tfcp TOS &p#f itinff iviWh ind DEM ■Il i iB il iffliiriwman 
Sm ™ C-IbSKwi wft«* in tiiHdv innate in hhu ST h^w^a Thn. intM |y*>*utic imIwiI 
txwh'4 -Mil you nrteii Sfl SIlKi Shop i** p4*ai*d Lojtfa' I'.* c«np*1p *t*n ST rpngi Our ™tJ «Jir 
unjMTl hi iltalMO ii BlociMi ind «# **** 3 *■*** «* W* n Smcup Lion h«ih rTah*nh»ni CouH H*l 
JSaTSm.™1ori filfirtl i* **w***M ywi «min« ■* Ann pwfecli. 4ononf 114-1 **v alh*. 

EpMm*! , Such ymi -II riftd .nulurti- 4**fl r*ur Min Wfflfwling U4o wid nyw fl* n™ lici itrt |i* 
mjHM> WLVmOM M-JCA w« mhhi loll irtiu «*ti ttwDunti whw -u ruw to oflw. m**« ypu 

FREE STARTER KtT - Qnfy From SMca 

WHwn mil ou*4ah*. mom Aim ST ktyfaHrd, yw wTn& onHp n«»» 1h* W*1 \ 




wkri lor Pftoney cgmiu H* 



■BASIC Ij^w pm * bViSC" ii*nu^ ' ST Ow**n Ummmf TOSfQE** «r »C*I 




+VAT=£299 



il ra. buy yowf 3T trrm 5*c* Sfiop y™ -il. - 

"^Di^roiwS^Titf^-aifcMLraTvAH^pAPff™^ r* M*rt- *W™mi 

in «»..*... - il Una **AJ HulD ■» vby «•< off to * Hying M»fr ..m your ■*■ «2Sg*y*yiSSJ 

L«,^n7sT tomfril* p^h##m il aui no-ml 'itp.i cu^- Thli NIC I i M^ta CMfct »«** £«£ 
■ml .» p. JLi p proving l*H1 wm * rtl«W* mii«^lton ha In* wkd q* copupulina. Wi irt^m-ftv 
ynntdinfi ih* !i 1 Sli** *>* mh^ii co^rtpin* eufcte dowipin pnd ^nw llcpmwa wWI. MM» pjoww, 
rr^jj,n*t vrd pccvitAMP ill ntari KJ ST uHncHibto ft#!u*ri in* coupon b*Kr- Um "jII owtofli 

DEDICATED SERVICING - OnJV From S/toi 

AJ £rt* sJS r» M-* * *M«im «™. munnwril nd »* 1uH tarn* #lpn iriM l«elmKii> iW* 
Th* wm alo'lpib 4*4C*iio ro Hrvicshij: Aun compfjlpr proonca T*mr jccun%.iliB*d *no*»«iaii. MM 

itaHrTol Tm hiohMit rtpnspje A itaJiilpit] dH Pfln™^fl phUmi »fl M"i** V&d will «im? QMLY FHOli 
lift prartMng "nil wwv**i tm-*i\\m lor Aipri ST computan l,4*1h in *#m oul n* 
n MO Mm to oftpr -n»rtiiijr, *nit mocKJiDini jpgifedn Id ST c*rtipy6*n. 

Our mmnW* on, th* «land*ira **•" &KKT-M d» SaOS-T-fM hpyboprd will 
Inn »1K toinimi fifl4M l« hit * h* ■ spwv mmwy ind h pvvilMMftOT! 
mmpnw^*nJv£K»1^AT.|1I»j 
TV MODOL-ATDA UPQRAPC- SiIk* cm jpgi«Wi ttia ID4&ST-F 141 incAjd* ■ TV rwAAtor h 
rtipl voy c«n ih*n j*p * ■*. yflwr TV p«l Thii 4 •* -ilnnpl upurM* *ftU **« niri "^«* »V urriiay 
iVilnSl Sj« A cm<*» qmSmeI v«i'3T ic. MTV dptnwlic TV E iKlLdiD in Hw ^k;* ^ Uip upor.rit 
MMM * DflMAft <lrtC V*T) T« uppnto* * HkC. P wiPtM P^ ••% IMST compuDiM 1^ »1» "™ B«* 

7W£ FULt STOCK RANGE - Only From Sjticf 

W*^rr, ICM.PM PTDC*.* ol *U Alifl rUlttd prtrfyCtt MHl QU« Wirpn*W& C*nPH P ifilKii dra«r£^ -tlllllDTi 

31 ™Sl ™nv *jfl|-*f» Irttaa Ul-Mil ham ih* USA irvi yHw *H« hno iNil -* *wm ™ imM« 

« Tin iMiuit «* cpht ■ «^Pl»** lira cii III fruoki whK#i *nw b**ft *"tt*n atuwi »■ MM £T * 
ipntft Ml *tm ■ oun It KiMttwiQ r oij win nnd n i*4«ifl ONLY FWOy ULlCA 

AFTER SALES SUPPORT - Only From Sifica 

mv* -i_i n# nrrinrt *nd rpii*hi[imnrTi Tiiii «MI help fa Inf yt« l* ta [Mo wflA *•#* *flTWPP» fpwph** 
pTwmpVwtvpr I hWMnina in ih* AM m*rt«i Ahd In **Mtwn-. our ***■. ilihl ptp pn Ihp •«<;'* 

■TvlSm^M mwiH. illHIl run Imtw l**Ant*l iupf»-t htn to M*p t»u *f I^JjMf "«" ¥^r 

tPMoTDPI Atan ST COmpulpry **, i - COFTlhtwr W *ur LiMTP PHpTV •* *™|rtlOim hlfll* hW- Ol 
itippofl T»,l*c*fl HP iWPftmCWLY FROM felUCA 

flffEf CATALOGUES - O/7/y From S/Afca 

m.,, *pp l^im^^ prHM ■* -O M£ ST HMMI T^*l* pr E Jp In f JW J«Jjl-!« J^SSS'S 
IT ftrttf -aula iika to h*M ywr naaaa moa4 1« *-r nwlinfi 1*. |HW con-Srtato In* i^i^Hin A rahun> M to 
.4 Th* mtormabofl Mj^wa n *vpMpd*j fl**LT -FMOtl MUCA 

F/?££ OVERNIGHT DELIVERY - From Silica 

^^TLrt E^ltw ^-VTughV^flOur* J »vr»r n-*ka FHf f OF CHAflQE 10 euwomoii wiRim It* 
UK Thai mthiri Naipt K ana*wi n>"imv*h #"•¥ *"■ ^aaifvffl pralacbon 

E^t^irK^oinaT^ ofour low pW F«UIC rfftiwy i*n™t* FflEE IM itM anaiFflEl 
MMr tSaa Pupport wiM ha Pf^ough to **** fO*i biyt jrnui *»« KMlpmofi ( 'tom S*i»ti Shop "fq* -*' 
than * pomewiirtg 5^ nh to fliinJlMJi. awl icm <wi I** ol our EomfwUHi aWaflnfl it *1 ■ J?-JP™ 

pZ^Tn^o* » »r KMPOMmc ■»■ IW fl^od* m -tort, w* will i^rmpllv ntpich ih. oflif (m - »«w 
ZZZZ „r~ c^* h*.i»| Jl7-^ pwwbfc ynu »Mi nyr ■^■^■1 r*#> doll wry «fc r**tu# 1h*l w* *n 0<^ 
ETwtfr tom&inY *ho wm MAm i UU iilUl^l P ^.* HiM*«f rl V w t^n* to uator a pw mijui. W 
ihu iimi r. ancalpd to oyi -foil uln ktviep Jitiudino H« npnqlanin pnd tochnml inpport Ihia 
lZ£^j£^££rZ2rM*mr mMMH. wnMalv^j .HI fdc«« OMLT iAQM WLICA Wa don 1 . 
wmTTnT toflo pftr-l**" ■»" to* ^™ r * u " piod ucla Sg piw>P n 5ihu. ^^'^1 ton i*pacip[lpi_ 

F SIDCUF t& Mail Order) ©1-3Q9 1 111 

LONDON D1-5aD4839 

Lri}n KoLfst? ^W te3r^. S2T Tottenham Court fltf, icrnsfcrfl. WrF OWX 
LONDON Ol -«29 1234 Ml 3914 | 

Seltritfges ( 1st Hoot). Oxford St m*t< London, W1A fAB 
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SO MUCH FOR SO LITTLE! 

W^^^T .?*"* -, _^"r/^r\T__ T..t.u^T- 1-. i.j^j^ „«I.. A *^r m ^Fnx*^ rtlf*f*rl hu Atari '«: 



fhTere [• nothing I hat can c&mpere wiin the incFedibte value for mcjn^ crlfered by Atari's 
520ST-FM Fof only £260 C+VAT-C299), you can purchase a pmfrerfu! 51SfK RAM computer, 
with a 95 key keyboard {including numeric keypad), MIDI interface, GEM. a palette gT 51? 
colours mouse controller, and b 51 2K buill-m disk driv*. The 52Q5T-FM haa a TV modusator 
bulll-in' and comes wlih a lead to nJlaw you lo plug it straighl I mo any domaslic colour 
i9ravh&ion sei The mains transtnrmar is elso buiH-ln to the keyboard, ao (here are no me*ay 
external bOAes. You couldn't wish for a more com pad, powerful and atytifth urn! Atari ST 
computers are now firmly established in the UK. there are nearly 590 tiollwar* Mies already 
available for a wide venely of applications and the liat is growing aM tt^e time And mats noi 
all When you bu/ your new 520ST-FM {or eny Alari ST compulerj from Siiica Shop, you « ill 
get a iol more, including a FREE Silica ST Starter Kit worth over £iqq Read tha ONLY FROM 
SILICA section on the left, to see why you should buy your new High power, low price 520ST- 
FM from Silica Shop, the UK s Not Atari Specialists For further details &f rhe range ol Atar 
ST romputersand the FH3EE Silica ST Starter Kit, complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 <+VAT=£299; 

LEoST-FM wHI. 5«^i*Sonc ™inildf £399 nf,cVATj Upg«d< from Sim ft*M to WW* RAM HOB une VAT 



ATARI 1040ST-F - NEW PRICE 

Wp pro- plMI«d 1Q irmaur>c# I r** rMncn pnf « fKi^t an 1h# 
1IJ4fKit r wtiich il TO* unliable *ui dh-¥ *■*>*■& "'■: WW) Tl» 
1D40 II I pwvrtut ftsmputw #im l Ufa a< RAM Mid Uaa -ncli#(M 
p lwi4t-*t* ^Mb «4ubto ilflpd VA m diflM- (ln«o The 1HD h*i twin 
iMjfciQroD Pot uM «n hu^rvon Mid pr^PHSional pppliCdHam 
tnHI Ctf *hicti ppqulrfl p h|gh rpaoiulion m&wwrwipfTW iw colaur 
■ I .ic** nnE E^or^CN* hpi« an HF rfi«*jiflw few lbpp 
*ihi a dDFTinta:. TV«rt Modulp Wl MP bf Mtpd km LK ■ ■> 

^^^^.^^pt*o^«i J rt^*-a^«A*«Hl*« , ^' " 

il lOti wiinifl up ruittwr otuiit ^ «ip ii>*ST.f iwlura flu cm* M*o* 

MEGA ST» NOW !N STOCK 

Fm IPie u**r who rsquinbi bW ma™ RAM IhM Hi* 5*fl nr 1040 
STp nH»f, lh# n»w U£GA 5T GflflipuHiri ore Oft* hva irtblr 
Thp^ Ml tmta MCGA STb cm« wMh ?i* ^ n*M i™a Ita 0t*ur 
wilh * -ni*p#i*» 4Mb BWh n#M comfHilp** »f* t^lly enrr l p*li*i« 
wvlh aKHUiPQ 5 T * pnd tun turranny iiiwiubta ST HitflMrai T hu 
MFftA ST'v arc l^yUd u *n- BKp4Jldibu Cnnl-Al PronrMJPng 
ih tipan vchiLHIwi* "*id n dfflAthifcl* mnybaird Thpry 
*rn suppJiftd nHh G£M t 1 '•» m^yp* mnlrbttaf *rw1 Ml «rtrp» 
S«. Nilhlh»5»# 10*? Pnora art 41 NJ«0«*- 
IftM^TaMITi^twtf'CWIJ S'^^Il 

MH^frjUfcPiTflM^»Cl»U'Si-WSU«wAfrn^ ™ 

megji yr ju . «qM.if « CPU £JJ* gfl ^T.r 

MMQlilVhirthMlttWllDinillMfQAiri, MibrniMr^mMlhi 
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To SUM Shop W^D^tQAMCH , ^4 TH. Mm KHhwtay Rwd, Sfdeup. Kwrt. D*» «« 

PLEASE SEW ME FIEE LITERATURE OH THE 11RU ST 



1 



Mr/Mrsz-Ms: 



Address: 



initialH' 



Surname. 



Postcode 



Do r o« ili*«*¥ own a eefnpvtff 
If 10, Wtwe*i arm do yOu OW"? 



J 



COMPETITION 



HIT YOUR FUNNY BONE ON THE 
CHUCKLE BUTTON WITH THE 




COMPETITION 




Win eight 

highly 
acclaimed 

graphic 
adventures 

willi the 

emphasis on 

comedy! 



hvperdnve tu: SIERRA COMP, THE 
GAMES MACHINE, PQ Box 10, 
Ludlow, Shropshire SYB f O0 to 

arnve no later than May 19, All 
entrants must comply with our 
competition rules as stated in the 
masthead, 

1} ' . , . attempt to thwart the plans 
of Slim ef ace VftheuL' 

2) ' . .. Police Quest includes more 
than 100 crty streets 

3) s . . . makes John Tr&votta look 
like Patrick Moore peeling 
spuds . - * ■ 

4} ' . , . overcome his 'jerk isms' 

and lose his virginity 
5) J _ . weed out Death Angel's 

gang and bring the racketeer to 

justice/ 



16- err COMPETITION 

A THOROUGHLY good romp through the pinacles of animated 
adventures awaits the lucky winners of this Sierra On-line 
competition. Sierra have recent ty been bombarding the 
adventure pages with 1 6- bit animated adventures, pumped full 
of rib-tickling black comedy. Three which have particularly 
struck gold in Rob Steel's judgement are Space Quest ft. Police 
Quest and Leisure Suit Larry with marks of 95%, 92% and 83% 
respectively, 



Here's your chance to win 
Sierra's entire catalogue of 
games, eight m all. The Sierra 
games are traditional 

adventures in the sense that the 
player has to type commands in order 
for the main character to act - 
however, rather than relying on text to 
provide adequate descriptions of 
locations, continual graphic displays 
- often with animated characters, all 
Of whocn are fully interactive and funny 
with it -are used. 

First- prize winner receives King's 
Quest /, Kings Quest W, King's Qu&st 
fli, Space Quest /, Space Quest tf, 
Leisure Sort L&rry m Police Quest and 



3D Helicopter where appti enable 
{Leisure Sun l&rry is not available for 
the Amiga and 3D Helicopter is for the 
PC only). The following ten correct 
entnes picked from the bag win a copy 
of Sierra's latest adventure Space 
Quest tl 

To be in the running for one of the 
prizes on offer just tell us whether the 
five quotes betow (taken from reviews 
of Sierra games in TGM003 and 
TGM0D4} are correct as they were 
originally printed - answer true or 
false. Write the answers down on a 
postcard or back of a sealed envelope 
together with your name, address and 
model of computer, and send it 



Score":? pf £^flT 



>ourn 



on 



Oh great. 1 suppose we're out of 



fu. 



■] - Way 



To go. 



'I 



orf breath* 




OPINION 




QUESTIONNAIRE 

THE GAMES MACHINE is now six issues old, 
so it's time to ask you, the readers, what 
you think about the magazine and its 
contents. In addition, we would like to ask 
you some questions about what you do and 
don't do, what you like and dislike — they 
may seem nosy, but they all help us shape 
the magazine the way YOU want. 



Please fill out as much of this form as possible (placing a tick 
in the appropriate boxes, or filling them in with numbers as 
requested), and send it (or a photocopy if you don't want to 
cut up your copy) to TGM QUESTIONNAIRE, PO Sox 10 f 
Ludlow, Shropshire SY8 1 DB to arrive here before May 19. 
The first form drawn out of mailbag after this date earns the 
sender £50 worth of software of his or her choice, plus a TGM 
T-shirt. The neat four forms drawn earn their senders E20 
worth of software, plus a T-Shirt. 



GENERAL 

*i* 



An you.. . 

Male 
Female 
At school 

At College/University 
Working Full Time 
] Working Put Time 
Unemployed 



MONEY MATTERS 

On average, how much do you spend 
on computer games every week? 

£2-£5 
E6-E10 
C1T £20 
More Than E20 

Have you purchased a utility in the last 
sJx months? 

□ Ves 

if 'yas*. please state type 



— -■■ — 



Do you intend to purchase a utility in 
the next six mouths? 

Yes 

NO 






H']fM\ 



state type 



"""!■ • IL11111J1 JlLLI^ 4J++ rUIM4^bhlliii 

llllJ4iL»M-l+fllM+r^lilliiriiiiiiriiiii •■■■■■■■■»■.■■■■■■• 



Have you purchased a periphera I in the 
Last six months? 

Yes 

Mo 

If 'yn', please slate type 



■ »" Ji"i".. —Mir tiiii 

Do you intend to purchase a peripheral 
in the next six months? 

Y« 

No 



B 



If yes . please state type 



■ ■■■■U......J 



Do you intend to buy a new computer 
w games console in the next six 
month*? 

RYes 

□ No 

H yes', ttak the appropriate box 

M Spectrum t2dor +3 
• Amstrad CPC 
tommodwe 64/128 

Electron 
Atari ST 
Amiga 

IBM PC Compatible 
Archimedes 
MSX II 
j Nintendo console 

□ Atari console 
1 Sega Console 

What Is the major influence on your 
decision to buy a computer game 
{ptease indicate in order of priority 1 - 
«? 

Friend's recommendation 
Magaj-ne Review 
Advertising 
Author 

Produce 
Price 



ARE YOU WELL 
READ? 

When did you first buy THE GAMES 
MACHINE? 

Issue: , 

How many Issues have you bought 



TGM TX 006:5-8895/116 
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t 




How do you get TGM? 

Subscription 

Newsagent ReserveaAteifoered 

Off fie Mi 

Which other magarines do you buy? 
ACE 

Cwnrrvrjdore Computing international 
C^nmodofe User 
Computer & Utoeo Games 
ZIW 
_ CRASH 

H" Popular Computing Weekly 
Other (Please Specify) 



Which ether magazines do you read 

regularly bu I not buy? 

ACE 

Commodore Computing Intec national 

Commodore User 

Computer & Video Games 

ZZAP1 
□ CRASH 

Popular Computing Weekly 
' ! Other fPlease Specify) 






Whal type of game do you enjoy 
playing fin order of preference 1-81? 

~ Adventures 

Arcade Adventures 
~ StBOt-'&nWJpS 

Slmulafkons 

RPG 

Strategy 

Other (Please Specify} 



CONTENTS 

Ptease award marks out of ten for each 
of the follow mg features in TGM 

Advertisements 

Board Games 

Competitions 

Coin ■ op Carrfrontailan 

Fantasy Games {RPG etc) 

General features 

Graphic Matters 

Hi 'tech gadgets/toys 

Industry features (Mel Croucher) 

Into Desk 

Mercy Dash comic strip 

Music Matters <Jun Bates) 

News 

Previews 

fleviews 

Readerpage 

flop Steel's Adventures 

Subscription Otters 

Do you think TGM should offer any of 
the following? 
Gallup software charts 
fes 

n mo 

Readers * Charts 
Yes 
No 



I 



B 






Play By Mail column 

Yes 

No 
Same High Scores 

H Yes 
J NO 

Game Playing Tips 
] Yes 
No 

Compunot coverage 
* Yes 
No 
Regular 'hire' video reviews 
] Yes 

m 
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SOFTWARE 
COVERAGE 

Please rate TGM's coverage Of 
software out of ten 

News 

Previews 

Reviews 



a 



Are the Reviews detailed enough? 

□ Yes 
■ No 

Are the reviews tang enough? 
Yes 
Ho 

Are there enough screen shots? 
Yds 

No 



Are the machine-specific comments 
detailed enough? 

Yes 

No 



: 



How often do you agree with the 
ratings? 

Always 
Mostly 
] Rarely 
Never 

Wouki you like to see the current 
review system changed or improved? 

rues 

[JNo 

If 'yes', how? t * , 
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Do you use TGM as a source of 
reference when buying software? 

§ ft ways 
Sometimes 
Never 

What do you think of the standard of 
TGM' s covers? 

Excellent 

Okay 

Rubbisti 

SENERAL BUYING 



What is your weekly Income? 
Up to £5 
£5 to £10 

110 to £30 
£30 to £100 
£100 to E20O 

£200 plus 



What products would you like to see 



on offer in TGM's Mail Order? 



,. .,,. , irrs-iiii rrrm 
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Where do you buy most of your 

clothes? 

□ Urge Retail Chains (M+ S.BHS. 

Woolworth etc) 
n High Street Fashion Shops (Next, 

Top Wan etc) 

B Specialist Fashion Shops 
Other (Please specify: 



Do you own or have access to 3: 
Record player 
Cassette deck 

BCD Player? 
Video Recorder 
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On average, how many of the following 
do you buy a month? 

Records iSlngies) 
Records (LPs) 
Recanted cassettes 
CDs 

ftp/Music Videos 
Budget Films on Video 

How often do you hire films on video 

More than once a week 
Once a week 
Every other week 
Once a monin 
Every other rnontti 
Less than iwlce a year 
Never 

How often do you buy canned drinks? 

More than once a day 

Once a day 
] Every other day 
~ More than once a week 

Once a week 
] Less than onee a f fortnight 

Never 

How often do you buy crisps, sweets 
and peanuts? 

More than once a day 
Once a day 
1 Every other day 

"* More than once a week 
Once a week 

Less than once a fortnight 
Never 

How often do you go to the cinema? 

_ Once a week 
Every other week 
Onceamonih 
Every otter month 
Less than iwfce a year 
Never 

Wtut were the last two films you sew? 



How often do you buy books? 

Once a week or more 
1 Once a fortnight 

Gnceamontti 

Less than once a month 



What types of books do you buy? 

HorrgrVFantasy 
General Fiction 

Name ... 

Address 
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Film and TV tie-to 
Computer 
Thrillers^delective 
Historical 
War 

Romantic 
SF 

Humorous 
] Nvv-llciton 

Have you any other hobbies apart from 
playing computer games? 

I ]Ve$ 

If 'yes 1 , explain further 

+<-f-»n4-i-f-t-i-ri-H-i-i + l-i-rii--ii ■ 11 Mil i ■ IIIHIBI llllll ■ rr in 

«" " " "" JiiLmauimiiJiiiLi. 



Do you participate in sport? 
Yes 
No 

if L yes\ l!$t your three favourite sports 
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Do you have a bank account? 

DNo 

It p wjk' p with who (and state type of 
account)? 



Do you have a Building Society 
account? 

fes 
No 



a 



If 'yes 1 , with who (and state type of 
account)? 



... .ii. ........... 



Which of the following takeaway rust- 
food chains do you prefer (mark 1-4)? 
H Macdonato 
n Wimpy 

a^ Kentucky Fried Chicken 
Rzzaland 
_, Ptaa Hut 

Local Fish and Chip Shop 
~ Other (please specrtyl 



Which TV station do you prefer {mark 
1-5) 

eBCi 

BBC 2 

_- ,TV 

_. Channel 4 

1 Satellite 

How many hour* do you spend 
watching TV par day? 

Up to one 
One to three 

Three lo five 
Five or more 

Which radio station do you prefer 
(mark 1-5)? 

Radiol 

Independent commercial 
Local BBC 
Radio Luxembourg 
~ Pirate 



■*■ rTlrllTllditl1tl + ittHililltlf4ltl*<tilT<l + l^lfH*i«tl*iintliiiTiiTiriiiiriiiiTipiiririn 
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Postcode 
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96/-! 16 TGM TX 006:5-88 




SHOPPING 



SHOPPING 



No soft background 
music, no deep-piled 
carpets, no tasteful 
decor, no dazzling spot- 
lights, no manicuring 
shop assistants, just hot 
up-to-date merchandise, 
fast service and low 
bucks, that's TGM SHOP- 
PING. Whether top games 
software, high-tech joys- 
ticks or designer T-Shirts 
or just simply 
dustprotective keyboard 
covers, our TGM SHOP- 
PING crew will despatch 
efficiently and fast the 
incredibly low prices 
include VAT and postage 
& packing. Now go for the 
TGM SHOPPING 
spree ■ * . 



PS 

s 

s 



TGM COVERS 

PROUD . . . ot your 
untouched, virgin-new 
keyboard? Don't let it bite tfie 
dust, protect rt from coffee, 
biscuit nobbles, screen tali- 
out or just sjmpie plain 
Home-variety dust, 
ASHAMED... of your 
grotty, coffee-stained, dust- 
cloaked keyboard? Cover 



the mess up and protect your 
Habitat environment with a 
TGM keyboard cover. 

AMIGA 500 COVER 
OFFER 6.00 TOO 1C 
ATARI 520 ST COVER 

OFFER 6*00. T0Q2C 

AM ST RAD PCW8256 

COVER SET, 

( Monitor. Keyboard and 

Printer) 

OFFER 10.00 TD03C 




T(GM)-SHIRT 

STOP being a shy, bash- 
ful, non-descript grey per- 
son. It's about time you 
declare your colours. Stand 
up to trie world and show 
yourself to be a discerning, 
forward-looking, fun- loving, 
pleasure- seek trig,, adventur- 
ous human being, in short, an 
average THE GAMES 
MACHINE reader. Wear the 
TGM-SHIRT and join the 
kllustrou* mob. TGM replic- 
ants come in two sizes, 
MEDIUM and XX LARGE. 



MEDIUM TGM -SHIRT 
OFFER 6.90 T004M 
XX LARGE T&M-SH1RT 
OFFER 5.50 T0Q4X 







V*,. you feel under-equipped, grab the order form 
at the en d ot th e TG M SHOPPING section , fill out the 
detaiis and send off with remittance (cttoqiie/P/O), 
*, or with your credit card detail 




SHOPPING 
HARDWARE 




LMfefT 

Eliminate tape loading problems w*1h 
LOAD IT 

Acri«we* 1 00% loading SuCCeSS *W1 on 
the most ocslmale tapes. 

load n gives you 

■ 1 00% loading success 

ft Permanent head alignment adjusl- 
ni<-nl 

■ LED ughts lor easy tuning to opUmal 

A Guaranleed tw una year 
Approved by leading so h ware houses 
LQADITCA^SFTTEPECK 
CH=FEfl 39.99 fOQfiH 



Don't let those aliens 
get at you - arm your- 
self with a brand new 
joystick and save the 
galaxy 

KQHIK SPEEOKING 

The lerystK* thai actually lift yflur hanft 
wrih i iirf- butter angled for your trigger 
finger 1a «nti*i accurate high-speed 
action , tohd steel tveakprool l^lft a m 
neat CtdPftg sound for every precision 
rnove you make 
KOHIK &PEEDK1NG 
QFFEH 10.93 ■ ^.TDOBH 

EUROMAJC PROFESSIONAL 

h»gh dWafrkty. rapid response and Ufa 
ssftirtive mowemanl accuracy irom itiis 
advancwjwaonomic dastgr. Ideal lw toil 
w nght hand p*ay 1.5fn«ti 
EURQMAX PflOF ESSIONAL 
OFFER 1S.94 ToO?H 



EUROMfl- 
PROFES&lONAL 
AUTO Fimi 



An Ihe qua^ty oi standard professional. 

will iiirj -iiklfrJ tKsnua n1 the Aulo Firs 

option ior when tha going gets lough' 

EUROMAX PROFESSIONAL AUTO- 

FIRE 

OFFER 1 G. W T006H 



DYNAMICS COMPETITION MW 
SOQOfHorrnal] 

Feaims VCade qutflly microswiEches, 
duaJ fire buttons, robusl tfMl shAfl and 
njbper return ror smooth conlrol and 
toflQis uing 1 1»m eoro 

DYNAMICS COHPfTrnON PRO MQO 

QFFE R 1 3.50 RflP ' ■ 96, TftJ^HH 



DYNAMICS COMPETITION PflO 
500O|Cl6*r» 

The designer joystick has arrrvad 1 All Ihr 

IftetuTOS Ql 1ha Normal PRO SD00 bu1 with 

ihe added Ihnli el its ufuque see-ti" 

easing which offers a lanlaltsnoj peek c u 

lh* htgh lech innsfU-i and guamnlees rw 

aborts in ihe wortts 

DYNAMICS COMPETITION PRO 5000 

{Ctoart 

OFFER 14jOO.RRP15.U5, TO^OH 

RAM DELTA 

Tte uThj*4p* r d*ftT shape altaws lor 
erther laotetop or handheld alum tapping. 
Smooth, accurate action, two fire b- 
and AulO'FiKa should preveni any H**n 
force Iram taking over me universe RAM 
IS SO Hnpresaed with rLsretebflily, they w»H 
prowdv J tivo year w.irr amy <alien force 
damage excluded . I 
RAM DELTA Of PER fl£fl TQt 1H 




HIGHLY 
RECOMMENDED 




QUICKSHOT All DELUKE [NIN 
TEMDOi 

IE" s -designed fin., u&Jvely Id* use with me 
WNllNiK -PCWi- 

live response nwcroswilcNss, Select/ 
Start and AuId-Im- 

fUCllOfl Cup* Wiir.iUi- .-lrwj- 

Qer-lfte primary lire button and iha 
thumb- act ua led secondary fire button 

QUICKSHOT XII DELUXE jNINTthpOl 
OFFER 4.S& TrJi?H 



QUICKSHOT XV DELUXE |SEGA| 

Dedtealed loW SEGA crjfi-^o iy^i«ni. 
i &r hi* poarirve resporiBS mtcr o - 
■iwiitth qml PflMi 
^tafjiluirvg suction cups Is^you don't gmt 
carried ^wyy' I OfoOUl 

wtthoul irhggerlme primary Bmj'th^J(Tl&■ 
•Ctu«(»d secondary lire buEEons 
QUICKSHOT KV DELUXE [SE0A» 
OFFER Wb ■ 1H 



_ SOFTWARE 

S Order any of the highly recommended games 
below or any other fabulous, current software 
V with our MEG ACH01CE special offer facility (de- 
^ tails in box!). 

i 



HHBALL CONSTRUCTION WT^Iec- 

Ir^orw; Mn 

TheuU»natepiii|-.i;ill<lfi?figri ulihity. Trie 
simple icon system lets you design |rts 
mosl compleji pmbfill -game sets, or just 
swrrpty imiloie lavourilo pinPaH laPles 
six3h as SPY HUNTER and SPACE 
SHUTTLE , A musl for pmball 
arteionadi; wtv. a A (ft /.jbt the 

las.t word *i such utilnKs". 
PINBALL CPNSTPQCT»ON SET ISM 
dlaJk. 
OFFER 11.9S, HflP M.SH, T0HD 



THE CHERNOBYL 
3YMDROME k#l 

Coning ihe nnrtQf J *3ystem and prevenl 
arrotTiBrCliemobvld»tiJSliK A oail -biting, 
CtfnpteA sjffHjIation which proves INad 
nuclear powar ^rations are not necessar 
try docile power ptanls TTiis &m w« get 
you SCflAMmg (or ta il scfeaming'J moffl 
rh.gr- rjnee. 
THECHERNOB^S. 
SYNDROME: ClJMfr* cass, 
Of FEB 7.9Q RHf^g.Si Tdl3C 
THE CHERWOBYL 
SYNDROME CRM64 disk, 
OFFER 9-99 '-> ' 10 






CARD5HAM».4.r..|.fJ.- 
Comprisiffcg tttf ee yeraiorrsol Pdkm - l»vi 
card draw, wwn card Slt^l and Hearts 
end BtacMck - CAFQ SHARKS let* you 
qambie ugamn carfoqri characters LulOji. 
Lady VanrJe* bilt *it| Mrtton For more 
N^flrvywetojht entartarinmenr. iry ^ tiand 
#nri Magquj Thatcher. Rormta Reagan 
andcomrada Michael Go*t*&Ch©v 'The 
ease ot play Erie appropriate readier fll 
your opponent or*d gf e*d aH add up lo 
make CARD SHARKS aftoraugNy enfoy- 



v^ 




SHOPPING 



f 



able card gdnw" 

CARD SHARKS C BMG47 1 28 ca**, 
OFFER 7.65 RRP 9 95, TC15C 
CARP SHARKS 0BM64;i SB d«fc r 
OFFER 1 1-96. RRP 14J& TO tSD 



RETURN TO OSMESIS. Firflfctf d 
A Two-way hmijqfirta^'iC^ftng sfioot- 
■om-14] with partial ai+aci baeky ound 
1 «-..', urtn-n( . RETilRtt TQ GENESIS fri£flfc4 
■n AJlStandkng ff apNCi. dazztmo speed 
.ir,.| impress* w cE ytiWtf ipaach 
Ro^cuoo: sc^rttsts pt OvKtetfi.rr,! cfclaiice 
ttaapon? sucti as tacte-llra. rear-' 
irwj&it>tiiiy. , 'ifmjlnBrgblKy 1 eatra spMd. 
T,rnartl>gnTtMandsnieHd> ' uuS- 
^arxfrng; yap^Cs make MMicess *i 
readwig rtawiavQbvwy rawa/dng 
RETURN TO GENESIS ATARI ST disk, 
OFFER1Mft.flAP'{»4* 70160 




. Korxarm 

Basically pJatTDnns and inddtt* game. 
UteshftS 1 fHlrestiirnary pffcflmaJ Japanese 
style full of inflncacras. puiEte* afid dan- 

j.'H. Tl. ( - -v.:i "iit-.h.^. ^IT ,i'-.1 i':i f 3 Bit 

drawn carloan-sEyle and move wrlh pre 

dw realism, Mflfwiu*g wttndarfu 

mooslers with cnuy obstacles a^n we^rd 

weapons ' . , a must <f only i find BuJ 

**al bturr»*wtii l&fca pJ*« onm* neai 

screen" 

USAS MSX II cartridge 

OFFER 1995 . TD17R 



PREDATOR AttiviUVI 

vou step *ilo ins itoatQJ ScfMwwog- 

gar. leader of a crack laam o* coiTMRanoas 
EMi a rescue mission «n ifte Cemril Amer- 
jeafi pung*. Trwigtg&wron^ and 
bloodshed begins as me ream*rtcmjn- 
riTi fhe PreflrtlW. a hunter fromanoltief 
world . A tfiotent ad inn shoot- "em -up wiin 
soma naal affacis 
PREDATOR ATARI ST disk. 
OFFER 1 1.». RRP WW. tOlflD 
PREDATOR CBMGUI&eaaa, 
OFFER 7.M. RHP & W, TG19C 
PREDATOR CBM64/128 cfi^ti 
Of FER I 1.99 HRP I 4 99. T019D 
PREDATOR AMSTR AD CPC cass, 
OFFER 7.99. RRP 9.99. t(J20C 
PREDATOR AMSTRAD CPC disk, 
OFFER 1T-M. RRP 14 99, 10200 



JET wjbLOGlC 

Trw ultimal^ Flight Simnlnlion program 
wiCb arcade quality action Apart from a 
AdftnaJ cockpil view . irwj pifina car be 
*t*«ad from a spotter pWa Hying in flat ■ 
nwfflon. Irom metoniml taw. i'C-rn 
Ojreclly below, rrom directly ooniriu Nur 
pet, from a locked on MiG aflo 1 If am a 
1racki^$*ttin**a3»d we*. Wilb Ihe F- 
tfi Fighl-ng Falcon option Hie* are ftaui 
attd baaed itaaftfioa. ine&tpowring 
K%02 l . Mif#3 und SAM attacks with Ehe 
F-ISHdittcI opiiorilbreesea'bas^d 

sconwsoa arte* b*ng catapuHed off a 

Nimli-claas a i craft cafrier ' JET IS 
qui lerJo;; Hng . mulliplir wifjwintj 
uptioa mv«aAftl^63paad and deitfl ol llu 
f 1 &/F 1 & grapfiies ' 
JET AMIGA disk 
OFFER 3SWTW2 10 



siOEWimwit Maaiotifofiic 
OrapWcalry aufMife shaoi-'em-up con- 
verted irom Arcadia" * co-n op, SIDW1N 
0£R dahgm» wnii nitr^iWo aouncj 
eflects, immense playnbilily further 
•fkhancad' oy trv« dtfftcuJty kfrti* *tncn 
c^deawiicr^whaetnp^y &1DEWIN- 
DER lifl run Shool'em up wlnCii. ctl tf» 
pnea, is a mual 
SIDEWIHDE R AM IG A dirt., 
Of FER 7iW FlRP 9.W. TU22D 



I FANCY . . . taking up any of our offers, ttien 
grab hold of the order form at the end of the 
TGM SHOPPING section, fill out the details and 
send off with remittance (cheque 9 P/0), or 
alternatively with your credit card details, 




ikari wAAftiOfiS EJite SyatarrT 

Jon lne IKARI WARRIORS in the rescue 
ot US gsifiercii Bortnat eftd boma llvoygti 
the |ungrte *ar rone m restated wilri d e a dly 
guerillas. shoU-finng lan^s and build ■ 
spewmgfieacaplefgufi&nipsi. v\\ov- 
aMernindless blaSEing - a Constant action 
ihaoJ'em-fcjp c< me nighest o*der 
IKARI WARRIORS SPECTRUM 4&/12B 

pttaa« 

OFFER ?.» RRP 9 99 T023C 

IKARI WAR RJORS SPECTRUM 3 disk, 

OFFER 10-44. P.RP l£ 9*3 TQ23D 



RETURN TO ATLAHTtS fieclrorat 
Aita 

Ofler* Ihe appornjnrty to seflfch a fractal- 
tvpe seabed lev wious objects, mar»pu- 
late them pnddefeat the Clanklti^cr 4tf»ts 
wrfiich attack ycu, E*cellenl fron^ertd 
trffrl i;inema1»c opening crecHl. 
RETURN TO ATLANTIS AMIOA dish, 
OFFtR It.OS. RflP 24.95 , TDZ40 

SHERLOCK - THE RIDDLE OF THE 
tflOWi JtWILt Inroaorn 
Firsl ol Inrntof n'a new Immortal Legends 
serifii, SHERLOCK i&an mlaraclive 
tction btondirvy plpl with puu!a Takt- tbc 
role of Or Wal son ai^d try and solve Ihe 




nddla and piwt«y wffli S^art«* »l l^ur 

si da, *nt n itis ^dded bonus ol o l awartng 

otoe London lowne . 

SHERLOCK CeMfrfl/IZfldlsk. 

OFFER l&W. RRP i Q M, TQ25D 

SHERLOCK IBM disk 

0-FFER 1B,W. RRP M-09.TQ2GD 



VAMPIflE 5 EMPIRE. Maa.c Byles 
Be lha fluesl of Ibe Count, as Van hWsmg, 
Bnqfroam QraoJa's laip wirh 1fte un male 
p^ial ol dweclmg Iba hflbt dellected Prom 
the £C-aHef bo mHTorsonto Dr&eula"* OI4- 
«f« . drsgufiirtg sound effect! and 
comic. g*ap#itcs essenliaajy run^in^ 
around pOallofmsand ramps 
VAMPIRE'S EMFlRECBM«a7iaflcau b 
OFFER 7M RRP &.M. T027C 
VAMPIRES EMPIRE CflM64/l£fi dlak 4 
OFFER 11.99 «F'P |4 Si T027D 
V AMPERE S EMPIRE AMIGA disk 
OFFER 1S.»„ FIRP l&£9 r 702oD 





AND THEN THERE'S 

FERRARI FORMULA QUE AMIGA 

dlak 

^ladraiitc Arti 

OFFER 19.9S. RRF?4S5. TQ23D 

CYBERHOIO SPECTRUM Mil 10 



Hflwson 

OFFER G.44. RRP ? 99, T030C 

CYBERHOIO SPECTRUM - 3 

OFFER 1 t-flfl. RRP M 99, T030D 

CTBERNOIP AMftTRAO CPC nasi 

OFFER 7.», RRP^.gfl, TQ31C 

CYBERHOIO AM8TRAD CPC d»k 

OFFER 1 1 . W ftRP 1 4 99, TQ3 1 

CYBERNOlD CBM44/128 cast 

OFFER 7.», RRP 9.99, T03ZC 

CYBERNOlD CBHG1V t2S dial 

OFFER 11.M. RRP 14 99, T032D 

OUHGEON MASTER ATARI ST disk 

Mtrrorsotl 

OFFER 19.W RRP ?J 99. T033O 

XENON AMIGA Eliah 

MeJbDurrwHC't- 

OFFER 15.95 RRP 19 95. T034D 

XENON ATARI ST disk 

OFFER 15,95 RRP 19 95. T03S0 

AND MANY, MANY 
MORE . . . 



BUDGET 
RANGE 



OffW-fl fQUti SAMC5 1* Wf£ f I 79 
flAHCf AnTD PA y FOfl THREE fE5,»Y 
PA yAfEnTT TOTAt/ - A SA WNO O^ 

OJRDER FOUR GAMES IN THE E?.» 
JTANGf AWO PA¥ FOft THflf £ f£A 97 
PAYMENT TQTALj^A SAVING Of 

€2 m 

JU$ r ftiL m THE MME AND PUB* 
L tSHER OF THE FOUR GAMES 
REQUttl£OAt*P TME PAYMENT 
TOTAL OF CS, 97/m. 97 (DON'T USE 
THE OFFER PRtCB TABLE 



THE MEGA 
CHOICE: 

APART FROM OUR HIGNL Y RECOM- 
MENDED GAMES LIST YOU CAN 
nriDFR ANY GAME RELEASED Y 
THE MAJOR SOFTWARE HOUSES TO 
DA TE OH CASSETTE,CARTRiDQ€ OR 
DISK. 

OUR OFFER PPtCES ARE VALiQ FQR 

ANY FULL - PRICED GAMES AND 

INCLUDE FtRST CLASS FQ$ fA0£ 

AfVD PACXiNG -HOD THER EXTRA 

CHARGES 

i OOt UP THE PRICE OF BACH GAME 

tN THE OFFER TABLE, ENTER TWf 

OFFER PfflC££ OW THE MfiCff 

COUPON, THEN ADD THEM UP. 

ORDERS FOR TITLES WWCH ARE NO 

LONGER tN OiSWmuftON IMLC 8E 

RETURNED 

YOU WILL BE REGULARLY NOnFlEO 

OF ANY OEIA YS CAUSED BY LATE 

RELEASES. 



SOFTWARE OFFER 


PRICE TABLE 




RRP 


OFFER 


SAV 


4.99 


3*99 


1.00 


5.95 


4.74 


1.20 


7.95 


6.40 


1.55 


7.99 


644 


1.55 


8.95 


7.20 


1 75 


8.99 


7.24 


1.75 


9.95 


7.95 


2.00 


9 99 


7,99 


2.00 


11,99 


9«99 


2.00 


12.95 


10.40 


2.55 


12.99 


10.44 


2.55 


14.95 


11.95 


3.00 


14.99 


11.99 


3.00 


19.95 


15.95 


4.00 


19.99 


15.99 


4.00 


23.00 


18.40 


4.60 


24.95 


19.95 


5.00 


28.95 


23.15 


5.80 


29.95 


23.95 


6.00 


34.95 


27.95 


7.00 



HOW TO ORDER; 

WRFTE REQUIRED OAMEfS} ON 
ORDER LiST, iNOLUDmG MEDIA 
TYPE, COMPU TERANO ORMR CODE 
{WHERE USTEDL 
IF OFFER PRICE NOT INDt- 
CA TEU.CHECH iNAB OR RE VfEWFOR 
CORRECT RECOMMENDED RETAIL 
PRICE {RRP}. 

LOOK UP SFECtAL QFFERPRICEAND 
WRITE ON ORDER FORM 
ADD UP TOTAL AND ENCL 0$€ 
CHEQUE OP POSTAL ORDER OR 
AL TERNA TiVEL Y U$£ACCES5M$A 
FACILITY {DON'T fOflC&T TO ^ftfDI- 
CATESXPiRYQATEt}, 
REMEMBER 

GAMES OROERS REOUlRE ORDER 
CODE OR MEDIA TYPE AND COM* 
PUTEP, GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE, HARD- 
WARE ORDERS ORDER CODE, 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED. 

PLEASE RING (OSG*) 3*30 IF IN 
DCUBT1 

PRICES VAL ID FOR VK/EIRWI 

EUROPE ONLY, 

FQR OVERSEAS ORDERS PLEASE 

ADO £2.00 PER ITEM FOR AIR MAIL 

DBUYERY 

DELIVERY: 

NOT ALL LiSTED PRODUCT* WILL 
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SOON AS POSSIBLE. CUSTOMERS 
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SUBS OFFER 



THE MEASURE OF TGM PLEASURE! 
No, you really can 1 ! measure it. The pleasure you 
get reading THE GAMES MACHINE pages is . ■ ■ 
immeasurable! Not happy being able to give you 
only unlimited quality and appeal, TGM SHOPPING 
officials have come up with a yardstick with which 
to measure all other magazines except TGM, 
(Sorry, but rulers are made to limited measures)* 
Subscribe to 1 2 fabulous issues of THE GAMES 
MACHINE and walk away with an unrulabfe expec- 
tation of twelve great things to come in your life 
plus a measurable length of high-tech ruler-cum- 
c I ock- c u m - c a I c u lator > 

Join the ruling class of TGM subscribers! It's the 
rule of the day. 



CLOCK/ 
CALCULATOR 

12 f 730cm ruler with flick up 
battery-operated digital 
clock showing time and date 
in hours and minutes (AM 
and PM), months and days. 
Solar-powered, removable 
calcu lator with full functions, 
including memory! and eight 
figure LCD display. 




i 



NUMBERS 




TX:ODlOct/*#«Ji1f 

lmI gartttii T? ►.; Compact On 

: i 1 Ban 




TX.-D02 D*cJ J# n 87/00 



nnteilL in v»d&d< Mai Gftpycrwr'a VtCrthWa 
iiotittnTVI 

UCOTO&d J- Htfl 

LiCBii wal Hi ' ' M-te o^y vmiutft 

".jincry pnnrtn wliri Dw^iii l lite 
SlftOMh-ri - 
m .in orif lir^i 1 hi> Qes«fVlm*flina jkNwU! 




BACKISSUES*BACKiSSUES*L 
BACKiSSUES *BACKiSSUES*t 
BACKiSSUES 'BACKISSUES * 



Coin-OpComnOTtnikoni TQM 0n4J 
look ni Compunfil* Ceriiw ing Com. 

Sort wain' Raom, Cnndy pftmlg pjir> t 
n.j nt in Low-cdaliTiuftl-trach monitor* 
jevwwod' Rod STm^i hjv*ws td rr*w a-:fr- 
nnlureir A roLind -up a* Board Games' 
flcbini Evina's M<*ev Oash' Prtritwpl 3? 
;:! FMni 




TX:G04 Mure h SO 

Cnild Aby&D - Ripfettl *n pfugrnmrrm 

mttJ alii M*J Crouctw guide to making 
your own video promos 1 Digital Pitriyrw., 
4ht IfttdlftQ fltfgti tn Compute Grapfiicsr 
John Gilbert takes a \Ook il iB-bil B*muEfl. 
lwms 1 Coin-Op Coflif onlttbafl! John Woods 
onfantuy aimw 1 SwiuenCinQ and Midjf 
PrsviewsJ RevwwS' 




21 



SHOPPING 



p 



ORDER 
FORM 



I want to su bscr i he to 1 2 issues of TGM and receive my 
free RULEfl/CLOCK/CALCULATOR. 

Please tick the appropriate box: 

I enclose C 18.00 for a new TGM subscription 

mainland UK 

I g r>c I o s q £25 .00 f o r 3 new T G M su b scrip tion outside 

mainland UK - surface mail 

I e nc J o &e £38 ,00 for a new TGM su b se nption a utside 

Europe - Air mail 



EARLY WARMING; 

If you wish your sub to commence with Issue 7 P we must 
receive your coupon no later than 27th April SB. 

Please allow 23 days tor your free gift. 
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The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special offers, hardware and other 
goodies- Ho other discounts may be applied. 
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BACK ISSUES £1,45 {Inclusive PAP) 

OVERSEAS PLEASE ADD £0,80 TO ABOVE PRICES 

SPECIAL OUANTITY DISCOUNT: 
Order four issues and pay for THREE. 

ONLY LIMITED QUANTITES \H STOCK. FIRST COME. FIRST 

SERVED! 



Piease supply tha following BACK NUMBERS {Circle requirod 
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GROW YOUR OWN 
RADIO STATION 



Microchip technology Is becoming to our 
century what Gutenberg's first movable type 
was to the Middle Ages - the great 
democratiser - and never better seen than in 
the next generation of radio transmitters and 
receivers. Mel Croucher examines why the 
government is having to free our airwaves. 

Last month, the London listings magazine Time Out was 
dragged before the beak accused of providing assistance to 
pirate radio stations 1 . What they had done was to commit the 
terrible crime of publishing the radio frequencies of Radios 
Caroline and Lazer 558. It was the first such prosecution under 
the 21 -year-old Marine Broadcasting Offences Act in over 
TWELVE YEARS, and it is almost certain to be the last. On 
Thursday, March 10 1988 the case was thrown out of court, The 
government gave up trying to enforce a ludicrous piece of 
legislation, and the Department of Trade and Industry's Under 
Secretary, John Butcher MP, had failed in his February 1 plea in 
the House of Commons to l clear the airwaves of pirates 1 . As 
from now, the airwaves are fair game for anyone who wants to 
pollute them. 



nee upon a time, when the world 
l was sepja and I was a. little boy, 
I before the days of teteviston. 
^J the contracepti ve pi 1 1 and si iced 
bread, the centre of 
entertainment, knowledge, music. 
news and fun was the radio, or what 
we used to call 'the wireless' 
(because it had lots of wires), In those 
days, we had a choice ol three proper 
stations and one improper station. 
Th« proper ones were The Home 
Service (I voted fcf Mr Churchill and 
love the Royal Family), The Light 
Programme (I didn't vote for Mr 
Churchill and love the Royal Family). 
But let me tell you, gentle reader, it 
was the improper station that was the 
mind -blower. II was called Radio 
Luxemburg, it played rock'n'roll 
music all night long, it earned adverts, 
and the jocks were young wildrtitin 
wHh names like Jimmy Saville 
Trouble was, the signal was fuzzy, 
Radio Moscow often nudged at off The 
aial. and after a tew years it became 
boring. 

Then one day m the mid- Sixties a 
muacle happened. A bunch of loonies 
$et up a radio station on board an okJ 
boat and started beaming subversive 
sounds across the nation all day and 
ail of the night: Radio Caroline 
changed everything. The presenters 
d-d n't give a damn, Kenny Everett, 
Whispering Bob Harris, John Pet I, 
Simon Dee, Tony Blackburn and 
friends, booz<ng on air, transmitting 
rude words, and waving electronic 
two fingers up at a government who 
tried, and faded io ban them. Pirates 
started sprouting up all over the 
wavelengths, broadcasting from 



bedrooms, garages, transit vans, 

public bogs, and anarchy ruled the 
waves. It was fabulous, and it was 
free. 

On September 30 1967, the BBC 
took the only way out. They bought 
the souls of the pirates, tracked, and 
launched Radio One, with Tony 
Blackburn and most of his legitimated 
mates. Piracy collapsed overnight as 
everyone tuned m to the new national 
networks, and illegal radio went In to 
cold storage. But things are changing, 
the airwaves are once again filled with 
anarchic stations, and the 
government has admitted defeat. The 
btggest ever freeing up of radio 
broadcasting rs happening right now, 
and it wilt never be the same again. 
Th£ reason for this can be summed up 
m two words, NEW TECHNOLOGY. 
Thanks to Cheap microchips, the cost 
of a radio transmitter with a broadcast 
radws of a few miles is ludicrously 
cheap; thanks to satellite 
broadcasting, the profits from 
international radio networks are 
fudicrousty high. Let's take a look at 
the future which has already 
happened, and start off with the next 
generation of radio receivers. 



RDS: THE INTELLIGENT 
RADIO 



After ten years of research and 
design, a new brefid of radios is being 
introduced m Britain right now. The 




<c • , . the air- 
waves are once 

again filled 
with anarchic 

stations/' 



functions that these new machines 
can perform are, in the words of 
William Shakespeare bicody 
amazing. The Radio Data System was 
finalised under the 1936 Comiti 
Consult^ International de Radio 
agreement, and your new general ion 
receiver will perform anywhere in the 
world except Japan and Australia. In 
alphabetical order, here is what it can 
do. 



AF: ALTERNATIVE FREQUENCY 
SELECTION 

Using an on -board RAM store, the 
receiver mak^s sure that it is tuned to 
the strongest signal available for any 
selected station r And it ain't restricted 
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TECHNOFUN 



10 VHF bands, but wiM switch if it 
considers that this, wilt result in a 
clearer signal 

CT: CLOCK TIME 

Digital display of LTTC (that's what 
they call Greenwich Mean Time these 
days), local time, various time zones, 
day, date, leap year, menstrual cycles! 
you name it, 

Dl: DECODER IDENTIFICATION. 

A 4 -bit utility fof decoding Do toy, 
surround-sound, total stereo spJit and 
filtering out all those naughty 
frequencies that make the family dog 

wei itself. 



«i 



- your 
receiver will 
scan the world 

for you v and 
probably com- 
mit electronic 
suicide." 



IH: IN-HOUSE DATA 

Probably the most interesting feature 
far the computer-literate, and anyone 
wanting to grow their own radio 
station* This feature is provided for the 
broadcasters own individual choice 
of function, and computer- coded 
information on what is betng 
broadcast will be flying through the 
airwaves, 

M/S: SWITCHABLE MUSIC/ 
SPEECH 

A personalised twin-volume option, 
preset by the user. The intelligent 
radio is informed if it is broadcasting 

music or speech, and adjusts its 

volume according to your 



instructions, invaluable to those who 
wish to cut out ail the garbage that is 
spoken between records. 

ON: NETWORK OPTIONS 

Nice one, Suppose that you are the 

sort of person who wants to listen to 
particular news broadcasts all day, or 
heavy metal all night, this option 
instructs the radio to find the program 
of your choice automatically, no 
matter which network it is being 
broadcast on, Say goodbye to those 
"it's the bleeding Open University 
agarn" blues. 

PI: PROGRAMME IDENTIFICATION 

A 1 6-bit block, four bits displaying the 
broadcast's country ol origin, another 
four to show (f the service area is locaJ, 
regions or national, and then eighi 
bits tor individual station 
identification, with up to 255 individual 
stations at your fingertips. 

PIN: PROGRAMME ITEM NUMBER 

Essential for all home pirates. A digital 
display showing the real-time length 
Of the programme, record track, 
computer data transmission, etc. how 
far into that programme you are, and 
how long ifs got to go. Spot on 
automatic recording is here, 
regardless *of cock ups in late 
scheduling 

PS: PROGRAMME SERVICE 

Eight alpha-numeric characters, 
including ASCII codes. Greek. 
Hebrew. Russian, (but not Arabic}, 
which will display what you are tuned 
to, eg; ¥ LAZE R 558 

PTY: PROGRAMME TYPE 

Even belter than N el work Options. 
this option instructs the radio to 
broadcast programmes of nny 
particular type continuously So rf you 
are into Country and Western, your 
receiver will scan the world for you. 
and probably commit electronic 
suicide. 

RT: RADIO TELETEXT 

A must for all Yuppies; this 64- 
character display is amazing, II can 
show news flashes, titles ol records 
being played, sports results and, of 
course, adverts. Another neat touch 
is for in-car use, whereby emergency 
messages will be relayed via a speech 
synthesizer. 



TA: TRAFFIC ANNOUNCEMENT 
OPTION 

A single- bit flag which tells you when 
a traffic bulletin is being transmitted, 
and will automatically override 
whatever you're tuned to, if so 
instructed, 

TOG: TRANSPARENT DATA 
CHANNEL 

An invisible feature, but probably the 
most intriguing for THE GAMES 
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TECHNOFUN 



MECHANICS. TOC will allow the 
transmission of compirter data, 
telesoftware and all their littte cousins, 
via the radio, to be downloaded via a 
stand ardjsed port. "Rie connector and 
signai characteristics are in the 
process of being internationally 
standardised as I write this. 



TP: TRAFFIC PROGRAMME 
OPTION 

A simple flag, to allow car radios (or 
household ones, come to that) to be 
automatically retuned for local traffic 
information, while you are on the 

move. 

WHEN CAN I GET MY 

HAND ON ONE OF 

THESE RDS WONDERS? 

The Answer to that is right now, but 
you'll have to go to German y for it and 
exchange an arm and a leg for the new 
Grundy RDS hi-fi system. RDS 
machines are scheduled tor release in 
the UK in 1689, and I confidently pre- 
dict that itiey will be cheap and plenti- 
ful within two years, just in time for the 
total freeing up of the UK airwaves, 
and your home-grown radio station. 
Philips, Sony and the other big league 
players are ready to roll, and the 
cheapos will flood on to the market 
soon after. As ever in the looni verse, 
these RDS services are in operation at 
this very moment on ell FM transmit- 
ters in England, and by the end of this 
year Wales, Scotland and Northern 
Ireland will be covered, 

As we go to press, I am sorry to 
report that there seems to be a delib- 
erate holding bach of these machines 
in the UK fc while the manufacturers get 
shot of all those crummy music 
centres, hi-fi stacks and inferior 
receivers. Manufacturers' schedutes 
indicate that Christmas 1989 is going 
to witness the big RDS promotions. 
You read it first in THE GAMES 
MACHINE, Okay, now let's take a look 
at which of the big league players are 
gomg to tackle the faacJ* bedroom 
pirate broadcasters. 



LORDS OF THE 
AIRWAVES 

As of today, there are four BBC 
networks, almost 50 BBC local radio 
stations end 46 commercial radio 
outfits broadcasting in the UK. In the 
United States their are thousands, 
and anyone can set up a one-woman 
or one-man radio station, You go to 
court, prove that you are not & very 
great pervert, pay your fee, get your 
licence, tout for some advertising, buy 
a few records, and you 'rem business. 
Every poxy small town in the States 
has harf a dozen excellent stations, 
the leaner and hungrier the better 
Over here things are organised a little 
bit differently. The new Radio 
Authority is being set up tor neat 
year's UK broadcasting revolution, 
and over the next four years no less 
than three national networks are up 
for grabs. Those who have already 
declared an interest include Robert 



-Radio will 

become 

infested with 

the same old 
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churned out of 

televis- 
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"Many of the 

inner city 
renegade sta- 
tions are con- 
trolled by 
hoods . 
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Maxwell. Rupert Murdoch, Eddie 
Shah, Capital Radio, Picadilly Radio, 
and Radio Luxemburg, And rf that 
sounds depressmgly familiar, it is. 
Anyone wanting to be their own 
Director General simply has to put 
their sealed bid in an envelope, and 
the winner will be the highest bidder, 
'Loads of munnay? 1 Radio will 
become infested with the same old 
adverts and garbage programming 
that is churned out of the television. 
and the pirates will yet again fill a 
desperate need for alternative 
entertainment, news, views and 
adverts. 

Timothy Ronton is the Minister 
responsible for this new broadcasting 
free-for-all, or should I say free-for- 
nobody-at-all. What do you say 
Timbo? ■ 

l think it's very important to see 
diversity of programming end 
competitive tendering tor ownership 
Of these new networks as going 
together. I mean, they ere two horses 
pulling this particular cart. {Put! the 
other one, mate, J- 'The bidders must 
meet the demand for customer taste 
and choice. Once he (sextst) has done 
that then he will be invited to join in the 
competitive tender". 

But what does the Minister mean by 
1 diversity' , is Radio One diverse? J You 
can't press me on that.' f* Extracted 
from Hansard). 

This i-s a load of old cobblers, of 
course. No matter what any 
government mouthpiece says, it will 
be the same old rich moguls who will 
"own 1 our airwaves. 

But one men is not playing the 
qa me . 1 n the very near f ut u re , that man 
of many parts, some of which are 
sheathed in rubber, Richard Branson, 
is going to try and hijack British 
legislation by a factor of 1fl months 
ahead of ail the competition He will 
attempt to dock with 

Communications Satellite ESC-1 , and 
beam down a brand new all-night 
national radio station, It will be called 
Radio Radio (silly silly), and will boast 
such presenters as Paula {I'm Not A 
Slut) Yates, Jonathan VUoss and the 
motormouth queen of outrage, Ruby 
Wax. 

What strikes me as hugely funny is 
that despite this Star Wars 
technology, what it witl actually do is 
to take us back to the Sixties, and 
Radio Caroline. Yes folks, among the 
proposed presenters are none other 
than Tony Blackburn and Whispering 
Bob Harris. {Ask yer grannies!). Just 
like Caroline was a generation ago, 
this station is going to be hugely 
successful. And the reasons will be 
exactly the same. The mam reason is 
that presenters will be given their 
collective head, end be able to break 
free of the turgid, rigid, footling, 
terminally boring music playlists that 
infest the BBC and IBA stations. But 
another very important reason for 
guaranteed popularity is that it will 



have the exciting flavour of forbidden 
fruit. Richard Branson is growing his 
own radio network by using satellite 
communcations, and is completely 
bypassing the new British Radio 
Authority, Several recent 

conversations with local commercial 
radio stations indicate that they are 
thinking about sacking their mght 
staff, and relaying Bransons channel. 



GROW YOUR 

OWN PIRATE 

RADIO 

The publishers of this magazine in no 
way endorse any activity which may 
be outside the law, and have no 
intention of encouraging the practice 
of illegal radio transmissions Bui if 
you are thinking about becoming a 
pirate, here's what you do. A short- 
range radio transmitter costs from 
about £100 upwards. VHF 
transmitters are preferabie because 
they don't need a large aenai, thus 
there is less risk of your rig being 
spotted by street patrols. The 
authorities have for all intents and 
purposes given up hassling back 
bedroom pirates. 

The only way you will get busied is 
if you have the bottle to hijack the 
airspace of * a legal station and 
interfere with thesr signal. There have 
been several instances where pirate 
stations have been raided and the 
guardians of law and order have come 
put with broken noses and death 
threats. Ajid this is the real problem 
for the would -be pirate. Many of the 
inner city renegade stations are 
controlled by hoods, who wBI gel very 
heavy if a newcomer starts poaching 
on their territory. There is big money 
involved, and many of the stations are 
managed by dealers of certain, er t 
commodities. 

Target your audience, Pirate 
stations broadcasting games 
software would have a small but 
dedicated following. Broadcasts of 
heavy breathing phone calls are doing 
rather well m the Chiltern area at the 
moment. There is a wealth of ethnic 
broadcasting in several major cities. 
My la vo u r it e i s the gentleman in Leeds 
who plays the same Alice Cooper 
record day after day. 

I like to leave MY GAMES MACHINE 
readers with some little token of my 
affection every month, and 1 had 
planned a listing ol my favounte pirate 
radio stations, But we don't want to 
become the second case in 12 years 
to toe prosecuted for aiding and 
abetting the pirates. So I am happy to 
pass on to you my specially compiled 
Radio Station Charts, of the most 
mind-nurnbingiy boring spots on the 
planetary dial. Thank you for your 
attention P and happy twiddling. 



STATION NAME 


FREQUENCY 


BOREDOM RATING 


SOCIALITIES 


Voice ol Greece 


9.9QSMH* 


Astoundingly Bonng 


I5.40hr$. dress in Engll* 


Voic^ol Islamic Iran 


377BMKZ 


Frigtitervingiy Boring 


holy War 


BBC Radio Two 


Various 


Terminally Boring 


Patronising drivel 


HjdiuKiL-v 


flJiMttr 


Sadly Boring 


Radiation levels 


East German Youth 


B57KHZ 


IJnhel ievabEy Boring 


14 hours a day pudding 


Radio Afghani stan 


9,653MHz 


Boring Boring 


tUOQhrs, rewriting of history 


Freedom's Banner 


WCSNSal 


Tootiigrindingly Boring 


Fascist hijack ol Christianity 



104/1 16TGM TX 006:5-88 



ROLEPLAY 



A SCAN DAN AVI AN 
FANTASY 



John Woods examines a Nordic takeover 
bid in fantasy games and indulges in some 
gruesome reading from the land of Ham 

A long Jong time ago in a galaxy far, far away, my Star 
Wars - the rote-playing game campaign is reaching a cru- 
cial stage, My unfortunate (but unfailingly heroic) young 
Jedi has been taken captive by representatives of a race 
of lizard-like masters of genetic engineering, and is being 
held in a giant sponge-like undersea complex on their 
home world. Meanwhile the rest of the party are speeding 
through hyperspace to attempt a daring rescue, little 
knowing the perils that lie in wait for them . . . With the 
anticipation of the next game becoming afmost unbeara- 
ble, the task of writing this month's reviews is a welcome 
distraction! This issue I feature two sets of fantasy role- 
playing rules: a brand-new Scandinavian system and a 
more established but comparatively little-known one from 
the USA, Now, where did I put that lightsabre . . , 

The MEGA Role- 
Playing System - 
Fantasy Edition 

144pp Hardback £12.95 

Role- PI eying Rules 
Published by Mega Games Ltd. 



MEGA Games are newcom- 
ers to the role-playing 
world, with products 
based around the Norwe- 
gian -written MEGA role- 
pteying system. Apparently they 
plan to release a series ot 
mlebooks using the same basic 
system and covenng ail types of 
role-playing (fantasy), science 
fiction and so on} r plus a range of 
scenario packs to supplement trie 
rules them selves- 
First to be released is the fan- 
tasy version of the rules, and the 
company certainly seem to be 
proud Crf it. 'Exciting! Different! h 
promises the back cover. 'The first 
RPG of a new generation ... all of 
the qualities most desirable to 
GMs and players'. Could this be 
•he beginning of a Scandinavian 
invasion of our games Shops' 
shelves? Will the unlikely-sound- 
ing MEGA system force the old 
favourites to iook to their laurels' 7 
Your intrepid correspondent 
determined to investigate > . . 

My first impressions of the 
rulebook were quite favourable. 
The publishers have wisely opted 



for the hardback format that is 

rapidly becoming standard for 
role-playing rutes, for reasons thai 
w<H be obvious to anyone who's 
ever had a softback rutebook sub- 
jected to a few months of frantic 
table -referencing and rule-check- 
ing, The rules are tidily printed on 
high-quality paper and illustrated 
mostly by a generous number ol 
scattered pencil sketches, includ- 
ing some of the cutest goblins 
you've ever seen! Only the lack ol 
an index earns an instant black 
mark in my book, but this is to 
some extent compensated for by 
an extensive table of contents. 

BRIBERY 

Vaguely encouraged by my first 
glanoe I turned to the introductory 

chapter. This may have been a 
mistake. The contents ranged 
from the well-intentioned fa very 
short introduction to RPGs in gen- 
eral and to the basic concepts of 
the MEGA system) to the unneces- 
sary (an explanation of the bhnd- 
in-gly obvious paragraph number- 
ing system). Also included m this 



section are lists, of ethical 

guidelines for players and GMs. 
These include such gems of wis- 
dom as "Never accept bribes from 
players'. I've never been bnbed by 
a player in eight years of games- 
mastering, but I live in hope . . . 

The most important item in the 
introduction is an explanation of 
dice codes used in MEGA FRPQ. 
As well as the usual codes - ' d6 ? to 
represent a six-sided die - there 
are 'special ' rolls with codes such 
as S26', designed to give 'a 
gradual and floating system of ran- 
domness'. All dice rolls are also 
open-ended, meaning that 
maximum and minimum roNs have 
further dice added or subtracted 
to extend the possible range of 
scores indefinitely. At least, this is 
the conclusion I came to after sev- 
eral minutes' study of the section 
concerned. The rules manage, in a 
few short bul tangled paragraphs, 
to make the simple act of railing a 
few dice sound like a task of 
Einsteinian complexity. My initial 
confidence somewhat shaken by 
this, I gathered all my courage and 
a bottle of aspmn before plunging 
into the main mass of the 
rulebook , , . 

COMBAT 

Subsequent chapters present 

everything the good fantasy role- 
playing system could offer. 
Character generation is based on 

the standard system of roNing dice 
to determine basic character 
abitrties, but there are some 
unusual additions to the normal 
range of Strength. Dexterity and 
the like in the torm of Artistic 
Creativity and Musicality. Obvi- 
ously a cultured lot, these ftorwe- 
gian gamers . . . One chapter 
describes the system for deter- 
mining these attributes for a new 
character. This is followed by a 
description of the various skills 
available to characters, ranging 
from Telepathy to Torturing. As in 
RPGs such as RumnQuesl. PCs 
are net limited to particular classes 
of skills but are free to develop 
their abilities as they wish The use 
of si<iNs is resoived by the GM 
as&ign^ng a difficulty level to the 
action being attempted. The 
player then rolls a certain number 
of dice (the exact number depend - 
ing on the skill involved, for some 



peculiar reason] and adds I his 

score to their character's skill 
level, tf this exceeds the difficulty 
level the action is successful. 

The combat system foKows the 
same general principles, with the 
defensive value of the target 
replacing the difficulty level- A suc- 
cessful attack does damage to a 
specific location (head, chest, ten- 
tacle or whatever) giving a more 
realistic feel. 

Four different magic systems 
are provided, ranging from Priest 
Magic - granted by gods to "■ 
devoted worshippers - to Will- 
power Magic, where the raw 
determi natron of the caster pro- 
duces the magical effect. An 
extension gf the same skill system 
is used to determine the success 
or failure of spell casting, Descrip- 
tions of a range ol monsters (in- 
eluding the cute goblins), 
encounter tables, equipment and 
price lists and a seOtion on previ- 
ous experience for adventunng 
characters lie up a book that 
clearly is trying hard to uv-e up to its 
promise of all necessary informa- 
tion for running a game in one vol- 
ume'. 

Sadly, the conlused style of the 
Opening section continues in the 
rest of the rules. The prose seems 
throughout as if written in some- 
one's second language, wiih 
some very curious turns ol phrase 
{'Many variations of the vampire 
have been told and here we have 
one r one which we find acceptable 
as it is based on reasonable expla- 
nations ' J This is a particularly seri- 
ous problem in the sections exp- 
laining the more complex parts ol 
the rules such as the combat Sys- 
tem, What turn out. on care! u I 
reading, to be lairly sound and 
straightforward rules are 
explained in such a humeri and 
confusing fashion as to make them 
almost unintelligible. Even worse. 
there are very few concrete exam- 
ples of play given, and those there 
are have dubious relevance. 

SOME GOOD IDEAS 

In fairness, thefe are a number 
of good ideas h^^. I particularly 
like th^ Priest Magic system., with 
its ideas lor how worshippers can 

gam in standing with I heir deity by 
good service, thereby getting the 

chance of divine assistance. And 




ROLEPLAY 



the skin and combat system are 
fundamentally quite workable* 
Though there are pages of 
headache-inspiring prose to puz- 
zle over before they became conv 
prehensile. But there are also a 
large number of ideas that seem to 
have been imported piecemeal 
from other systems, without really 
offering the gainer anything new, 

All in all the system is exceed- 
ingly disappointing, with what I 
can only describe as a half- 
finished feel. The system's claims 
to completeness are let down by 
some hopelessly inadequate sec- 
tions - the encounter tables are 
laughable, and the character 
background chapter consists only 
of a number of examples. And both 
payability and realism are lost in 
rules that often seem to be 
absurdly over-complex for what 
they achieve - the whole system 
could be drastically streamlined in 
piaces, 

Alt in alL I really can't recom- 
mend MEGA to anyone, especially 
the inexperienced gamers that 
some of the advertising has been 
pitched at. Nor can I understand 
the motive for publishing a product 
that is so cleanly in desperate need 
of a complete rewrite. With a great 
deat of work these rules could form 
the basis of a reasonable system, 
but for now I'm afraid all the hype 
seems to have concealed a real 
Scandinavian turkey. Buy 
FtudGQuesl instead. 

HARN MASTER 

Columbia Games inc. 
Role-playing Rules 
140pp Softback £13,50 

H&mm0$l0r is not a new game 
- it has been available in the 
UK for around a year now. 
But I make no apologias for 
featuring it, on the grounds 
thai it is certainly one of the very 
best realistic fantasy RPGs, and as 
such is the perfect antidote for a 
humble reviewer, jaded after 
fighting his way through the track- 
less miles of prose in those MEGA 
rules , . . 

Hamnj&ster is written by N 
Robin Crossby, and developed 
specifically for Columbia's fantasy 
world of Ham. A huge range Of 
background material, maps and 
the like has been pubi i shed f or t h 1 5 
world „ so it's an ictestf choice for a 
GM who wants a detailed cam- 
paign but lacks the time or energy 
to do all the work alone, However. 
there is virtually nothing in 
Hammaster that is specific to the 
world of Ham. The rules can easily 
be adapted to any fantasy cam- 
paign setting. The Overall 
philosophy behind the rules ts very 
much to achieve the highest, possi- 
ble degree of realism, and as such 
the overall complexity of the sys- 
tem is high compared with better- 
known rules. These are definitely 
not rules for beginners. But once 
the basics have been mastered the 
system is perfectly workable \n 
play. 




COMBAT PROOF 

The layout of the book has a 

business -I ike feel that suits the 
style of the rules well. The text is 
dearly set out with sparing bu! 
effective use of pen and ink draw- 
ings - many of them serving some 
specific purpose as well as enli- 
vening the text. Trie rulebook is 
softback which suggests it will 
readily become battered - these 
are the sort of rules you need to 
refer lo frequently! A plus point 
here is that the combat tables are 
provided on two solid card pull- 
outs, printed m full colour, to 
reduce at least some of the wear 
and tear on the ruiebooft as com- 
bat-crazed players cheok the suc- 
cess of their actions. And best of 
all is the inclusion of a comprehen- 
sive index, a must in a system of 
this nature 

After a bnef introduction to role- 
play fng concepts, including how 
to roll dice for those of us Still con- 
fused after earlier reviews, the 
rules open with - you guessed it - 
character generation. A total of 32 
different attributes are used to 
describe a character in full detail, 
ranging from standard physical 
abilities such as Strength, Endur- 
ance and Agility to mental charac- 
teristics such as Intelligence. Aura 
(magical power) and Will to the 
finer details such as eye colour, 
complexion, medical and psych- 
ological abnormalities -and more. 
Background details Such as a 
character's previous occupation 
and family status are also covered 
here. The rules are concise and 
well-thought-out. so that after 
working through the dozen pages 
with pencil, paper and dice you 
have brought tg life a completely 
detailed individual. Next you must 
decide what skills and abilities 
ygur new computer will have. 



NO SOLO SEDUCTION 

U n surpri sing ly , Hammaster 
uses an open-ended system 
allowing any character to learn any 
skill. The starting ability in a skill 
depends on a combination of 
relevant character attributes 
specified for each skill. Use of 
skills is resolved by a percentage 
dice roll, a player having to roll 
lower than his or her character's 
skill code tor success. A nice extra 
touch is that any score divisible by 
5 has special significance - either 
a particularly successful result or 
an especially devastating failure. 
Skills increase by experience or 
training. The range of skills 
described is enormous, covering 
everything from the mundane 
(Ceramics - the ability to make 
pots) to the exotic (Pyrokinesis - 
psionic fire control) to the erotic 
(Lovecraft - seduction: "Cannot 
normally be improved by solitary 
practice'!). 

The combat rules run to a sub- 
stantial 28 pages, though some of 
this is given over to detailed 
descriptions of weapon and 
armour types. The rules are com- 
plex but clearly explained, and 
aHow a player a range of distinct 
attacking and defensive options to 
choose between. [>odging. missile 
use, mounted and unarmed com- 
bat are all configured into the Sys- 
tem in a logical way„ and the 
effects of different types of 
weapons and armour allowed for. 

GRUESOME READING 

Most radical of all, Hit Points do 

not appear at all. Hits result in 



realistic mturies depending on the 
body location struck and the 
weapon used P and these affect the 
injured character by reducing 

abilities and by causing shock and 
bloodless. Injuries must be treated 
in an appropriate way to heal - 
broken bones must be splinted, 
cuts bandaged and frostbite 
warmed, for insi&nce - and 
wounds may become infected and 
Fail to heal properly, The wtiole 
makes gruesome reading, and is 
the most thorough and realistic 
fantasy combat system I've seen 
The extra complexity does slow 
battles a little, but with familiarity 
the system is very playable, and 
with those infection rules players 
soon fearn to avoid combat wher- 
ever possible - a very satisfactory 
situation. Too many QMs and 
players refy on monster-bashing 
to the exclusion of role- playing, 
and it is good to see a syslem that 
encourages the opposite trend. 

The spiritual side is governed by 
chapters on religion and magic, 
Gods will sometimes intervene to 
help worshippers, the chance of 
this being higher the more devoted 
they are. Units of divine favour 01 
Piety Poi nts are gi vqn to t hose who 
prove themselves by actions rang- 
ing from great quests to cleaning 
out the temple latrines. The sor- 
cery rules are based around the 
Hamiarl orders of wizards known 
as the Sh&k-Pvar, but could easily 
be adapted to any background the 
GM wishes. A fairly small range of 
SpeHs is given, but sorcerers are 
able to develop new ones of their 
own by means of research. 

FEW BIZARRE MONSTERS 

The remainder of the book is 
taken up &y a wonderfully com- 
prehensive pneehst, an excellent 
set of random encounter tables 
with cross-referencing to detail 
not only wfio is met but also what 
they or it are up to at the time, a 
section on treasure and a bestiary 
This last section will disappoint 
those who like a huge range of 
bizarre monsters, detailing as it 
does only a fairly small selection, 
but it gives enough examples to 
allow the enterprising GM to con- 
vert any desired creature to the 
fiamma&ter system with ease. 

Hammaster is a system for the 
punst. Whilst the rules are exceed- 
ingly clearly written throughout, 
they will take time and effort to 
master, and compared to simpler 
systems will always require more 
work and thought from players 
and GMs alike in play. But in return 
for thai effort, players can come to 
know their characters down to the 
last detail, and feel a much greater 
sense of involvement and realism 
than would otherwEse be possible, 
and GMs can create a logical, seif- 
consistent and convincing faniasy 
wgrid- If you enjoy realism m role- 
playing, give Hammaster a try. 



NEXT MONTH 

. . . I'll be featuring Land Of Ninja - RuneQuest adventure in 
Imperial Japan, brought to us by the honourable Games Work- 
shop. Until then, keep rolling those dice (if you can find the 
instruction manual)! 
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It's a crime to miss out on Play By Mail - one of 
the fastest growing pastimes in the country. 
But getting going can be bewildering. THE 
GAMES MACHINE tells you how. 



WHAT GAME TO PLAY 



A Play By Mail section in THE GAMES MACHINE is long 
overdue, but rather than plough straight in with reviews of 
the games available, we thought it better to start from the 
beginning. Realising that not everybody fully understands 
PBMs or how they work, we thought we would give this section 
a different slant by acting as guinea pigs, entering and playing 
one or more existing games, then reporting each month on our 
progress (or lack of it). Through our experiences, we hope to 
better both yours and our knowledge of this increasingly 
popular genre. 

This does not mean, however, that PBM games will not be 
reviewed, and we should be grateful if any interested parties 
would invite us to look at their games. 



WHAT IS PBM? 

The scenario for a game i$ created r 

control of which, in the case of the 
larger companies such as KJG 
Games, is undertaken by a main 
frame computer, Customers wishing 
lo take part in the game apply, and are 
sent a pack, which usually includes 
the scenario, in&tri_,ciions, turn card 
and a results sheet. 

The turn card is used to write down 
what action you would Hfce to take 
within the boundaries of the game and 
I he results sheet is used to report on 
jhpse actions. 

A charge is made for each turn 
taken - usually around ?hp - and you 
are al lowed to t ake more t han one turn 
per sitting if you wish. Whan satisfied 
with your orders, you post them to the 
controller who processes the data 
and dispatches the results for you to 
consider your next move (if you are 
still in the game). This process 
normally takes around ten days - 
referred lo as a game week and 
continues until the game is won, you 
retire of get killed, 










We studied the Play By Mail games 
avHFfabie and decided on ItaA Crime 
from KJC Games. Two main reasons 
influenced our decision; with over 450 
players involved in each game, it Is 
very popular - and ft appears easy to 
play without being simplistic. 
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THE SCENARIO OF IT'S 
A CRIME 

You are a gang leader who controls a 
group of misgwded youths, Your 
gang is one of naughty 500 which 
inhabit New York City in the late 
1990b. 

Your main goal is to control a 
powerful gang. To accomplish this 
you must build your turf into one ot Tho 
largest, and your gang into one Of the 
richest, toughest and most notorious 
in the City. 

Ultimately your quest is to become 
Godfather, whereupon you are 
declared the winner and the game 




ends. 

We should have taken our first two 
turns - which incidentally are free to 
all newcomers- by the lime you read 

ihis; next month we shall report on the 
results. 

ABOUT KJC GAMES 

KJC Games was established in 1981 
by Kevin Cropper. From small 

beginnings il steadily grew, until 
today, when it is the largest PBM 
company this side of the Atlantic - 
unless you are reading this from that 
side ot the Atlantic. 

The first game moderated 
(controlled) by KJC was Crastmoff's 
World - a fantasy role- playing game 
run srrtkrely by hand. This was closely 
followed by the popular wargame 
Earthwood - KJC's first computer- 
moderated PBM game. Their latest 
offering, tt r $ A Crime, »s the most 
popular PBM game in the world, with 
over 10,000 players, li won the 1987 
HG WeHs Award, as well as I he 19B7 
CRASH Readers" Award for besl PBM 
game, KJC process approximately 
15,000 turns per month at present, 
this figure is continually 
There are now 27 games ol it's 
A Crime started, of which four are 
complete. Each indi vrdual game starts 
with 450 players and involves six 
mbytes' worm of programs and data, 

The games are currently nun on IBM 
20mbyte clones - mostly Aimirad - 
^though KJC are in the proi 
upgrading. Eventually all Iheir 
computers will be linked via a network 
which will include one very fast 
machine to process the turns - 
incorporating a 386 chip and a 280 
mbyte hard disk for storage ~ with the 
rest of the machmesusnd as terminate 
tor inputting. The system should be 
up and running by the time you rtsad 
this. 

As you can see, KJC Games take PBM 
ser lously. 

We are on the look-out for another 

PBM game to become involved in as 
well as Its A Crime - if you know of 
one That would suit or you can 
personally recommend a game, 
please drop us a line. And keep tuned 
for next month's first proper game 
repon, 
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GET INTO CRIME! 

In the late 1990s the streets of New York are a Jungle 

You are the ice cool leader of a gang of drug crazed 

terrorists. Your main goal Is to become the richest* 

toughest and most notorious gang In the city. 




FREE! 



SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL 0! 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 

Write to:- 
impp.amcq pnnfivu pifvfifys RiAmrpnnt ianrsfyrhii 
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MUSIC 



INTAKE OF 
DEHYDRATED 

CAMELS 



Drink, it seems, is not the great dehumaniser; 
as Jon Bates discovers, it is Bioquantization 
that is the problem, and German software 
house C-Lab is probably most to blame with 
their best products yet: The Creator and X- 
alyser. 

Whilst feeling intelligent, I came across a fascinating piece of 
scholarly research that related directly to one of this month's 
reviews. I have taken the liberty of reproducing extracts from 
this lengthy tome in your interest, 



here is something m the human 

T brain that actually either gets 
bored with exact rhythm or 
responds to it by going into a 
comatose or trance-like state. 
Recent research at the Unrversity ot 
Latvia has proved conclusively thnt 
exact quantization of beats has been 
the cause of much human suffering 
and loss of dignity. To quote from the 
recent dissertation, BioquBntization:a 

Study i Ampr-Lflri L fcWy fl! Congress Accession 

no. bow* by their eminent musicologist 
Professor Zygote Stoner: 

'I haw observed this phenamem «l 
many beer-houses and phwe$ ofritmi 
peasant gathering umre the atten 
ts Ji' this ritmi have tuui a*tu- 

• up u* $i* h&ur$ sri 

a dixiM rttting of between 115 and 

1 2M " t hey $} fpt v ? i \ red .' is r fc s# 

.,,■■ Attempt* to asses* 

tfuir mental capabilities uftet pw 

.;.../ ^tbie .'ivn'h ifi.-.nr- 

I rhythm ;w(lrrp?.i tow prvved 

■ difficult . . . the whit-it* often 

reported to base familiarities 

j uidenee when asked fn par* 

tinpate m\ assesamenl games tiki 

Dingbats' and *Bi M popular 

western rituals) . J htiir proved 

Ihh is due to the end 

■ tiw rhythms and is 

nam/ way to the inlaid oj 

Ififliht> hy the peasants thai mi* 

rved it\ he consumed at a rate thai 

related to the mt&ke (*( d dehydrated 

Qmdt&eappendh vAt in fact, 
my i vwws that it ^ the retenl 

mechanical rhythm thai hat 
created the raging thirst iti (hi 
ptl 
Well, who can argue with that? 
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64 TRACK MIDI 

By a complete coincidence, the real- 
time sequencer from C-Lab has some 
of the best quantisation features I w 
yet to see. Bearing aH that in mind this 
month's ptoducts are both from C- 
Lab and take the form of a 64-track 
MIDI sequencer (yes that's 64 tracks!) 
and a 0X7 programmer that blows 
away all the ones 1 have-seen. 

C-Lab are a German software- 
house who have produced several 
products in the past, notably for the 
Commodore, Having thrown 
themselves into the 16- bit market 
wholeheartedly, they launched these 
two products around mid -summer 
last year, and now available in 
corrected and upgraded form. Both 
run on the Atari ST series - it goes 
without saying that you will have a 
greater memory capacity on the ^ 040. 
and a high res screen will reduce 
eyestrain when reading the small print 
over an extended period of time, 



The Creator from C-Lub 



THE CREATOR 

One of the attributes of any decent 
software is th^t il should, in my 
humble opinion, be dead easy to get 
to grips with from the word go. In other 
words you can start working with it 
straight away and then peel hark fits 
layers of complexity as you 90 along - 
thus removing the need to burn plenty 
of bedside lamp oil while pulling 
through the manual. 

The Creator certainly fulfills the first 
rule as, once loaded, you can record 
your efforts straight away 

It is a real-time recording program 
with extensive sequin dng facilities 
enabling the Mirchmg and chaining 
togelher of sections with sequenced 
parts running simultaneously It works 
on & process of data hierarchy ralher 
similar to mosl real-time sequencers 
except thai the amount of control and 
editing you can achieve rg staggering. 
The smallest unit is called an Even l a 
note, pitch bend movement 
program change etc These are bull I 
up into Tracks: the provision for the 
musical information relating to one 
instrument usually on one MIDI 
channel. Every track can be named r 
processed, edited and CQ) 
independently. 

15 tracks on one screen page 
constitute a Pattern A Pattern can 
also be processed m total. When 
recordrng, a Pattern or Track can be 
ot unlimited length so your keyboard 
dood lings can be edited up into 
something worthwhile. On playback 
you can solo or mute any Track. Tin 
are 99 Pattern pages available and the 
usual way of working is to allot to each 
page B section rjl your piece - verse, 
chorus, lead etc. However the lop 
levet Of the hierarchy. the 
Arrangement section, allow* parts to- 
be cut and pasted, chained, 
overlapped, repeated, moved about. 
with very easy commands. Becanv 
of this it is possible to hnve one 
Pattern page just for the drums, which 
enn run all the way through the pioce. 

This is where we get the concept of 
64 tracks: you can have up to four 
Patterns running simultaneously and 
as every calculator knows. 4x16-= 
64, although it is in fact only usmq 16 
actual MIDI channels - there is no 
provision as yet tor assignable 
multiples of this as on some other 
sequencers. 

IDIOT PROOF 

On loading, the screen is split into five 

mam sections. On lop are the mam 
global controlling penpherals ot 
tempo, timfl signature and bat 
number. If you alter the number of 
beats per bar. The bar numbers alter 
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accordingly. Bars are broken down 
into numbers of beats and fractions of 
a beat. A small window telte you how 
much memory you have left, and just 
to keep things on a reaMime basis 
there is a trrne-elapse indicator 
running off in hours, minutes and 
seconds. Fastidious though I hi-s may 
seem, we are dealing with a program 
that tan work with film and video, and 
your timing here i$ pretty crucial. 

MIDI sync commands are altered fn 
this section 35 well- Below it are four 
main screen sections, most important 
of which is th© central Pattern box. 
You can have up to 99 Pattern pages, 
each consisting of 16 simultaneous 
channels/tracks. For easy reference, 
when you select the MIDI channel for 
each track you can name the 
instrument it is to command - very 
useful when you return to the file at a 
later date. Down the right-hand edge 
of this box i$ a reference column 
displaying what channel you are 
outputting on, and also what 
quantization and edit features — 
Transposition etc - you have made to 
this Track To the right of the central 
window is the Track parameter box. 

Now the great thing about The 
Cnsafans that C-Lab have gone out of 
the>r way to make it idiot proof (no 
wonder you like H -Ed). It is virtually 
impossible to drop large clangers 
when you correct any data, Virtually 
aFI changes are performed at first by 
some East routines that correct the 
data as it is output. This means that it 
has not been rewritten for all time - 
that is until you decide that the 
changes are e*ac% what you want. 
And even if you Carry out some sort of 
edrting function you can always hit the 
undo button reversing the last 
command you gave ft. 

ANYTHING MIDI CAN DO 

All sort of delights await the intense 

user- you can format your own MIDI 
commands and get synthesisers to 
disgorge their data onto spare 
channel*: to that end it can be used *n 
some senses as a voice store. 
Commands can be altered so that a 
sustain on one Track can become a 
pitch bend on another. 

Back on the first screen page, the 
far- nght-hand window is more 
familiar, with the by now universal 
tape recorder controls for runnmg the 
sequencing and lumping forwards or 
backwards. You can punch-in on a 
Track and it lets you decide which 
version you want to keep; your original 
or the new overlaid punch-in. 
Segments of Patterns or Tracks can 
toe copied in total or part, specific note 
values or pitches eliminated , velocity 
values preset, tracks merged or 
demtxect. and lots of other very 
complex alterations to keep you 
amused for hours, It conforms to the 
full MID* protocol so anything that 
MIDI is capable of. this program will 
do. 

I was mutto impressed. My only 
reservation is that although the 
manual is very comprehensive and 
fully descriptive, it demanded a lot of 
my time when it came to really diving 
■nto the heavy end of MIDI data 
processing. I fust love step-by-step 
idiot guides that take you by the hand 
from novice to professional 
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program that 

can work with 
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"The Creator 
offers different 
styles of 
'humanised' 
quantiza- 
tions." 



"All sort of 

delights await 

the intense 



user 



11 



WEALTH OF DETAIL 

All the usual professional type of 

alterations are available, Quantize 
frgm 4 (that's a crochet) lo 768- which 
is real-time. And as well as 
transposition you can efter the 
velocity, if your module/synth is 
velocity sensing of course; you can 
mimic the effect of a compressor - 
this affects the overall ratio of velocity, 
delay tracks, select a split point, loop 
a Track etc. 

What I found confusing at first is 
that after the initial ease of getting 
something down and playing it back, 
I realised that there are several 
different ways to approach the mmn 
functions, and this wealth of detail can 
be overwhelming at first; eg: Loop. 
This refers to the looping of one Track 
within a Pattern - something you 
might do for a repeated nff or drum 
beat. II has nothing to do with the 
overall cycle control referred to m the 
nght-hand window. 

Another minefield at first is the 
quantization options. Qnoe upon a 
lime (that is, about 18 months ago) 
quantization was simple. You piayed 
your notes in, selected to what note 
value you wanted them to correct 
themselves to, and hey presto, a track 
that was absolutely spot -on. The 
Creator not only does individual 
quantization for each Track, Pattern 
Or Arrangement, but it offers different 
stytes of 'humanised" quantizations. 
In fact what this does is to introduce 
an element of tolerance to the beats. 
It also looks at other musical critena 
besides timing and smooths these out 
according to an overall average. It that 
is not enough you can flip the whole 
screen to the event editor, available in 
numeric or graphic/numeric versions, 
and dive right in and alter the 
individual notes, velocities etc. All the 
alterations can be heard as you do 
them and you can shuffle backwards 
and forwards as many times as you 
like, using the cycle mode. 

X-ALYSER 

The other program on the text bench 
is the X-alyser r described as a DX 
library and editor and DX -to -sample- 
transformer. Before yd u geiexciled, it 
is designed to work only with the DX7 
and not the other models in the DX 
range. It is compatible with the new 
range of DX7s and includes the 
supplementary parameters (hat the 
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newer DXs have, li also edits any DX7 
typ£ Of tone module. The. bad news is 
that it onty works on the 1040 ST 

As MIDI -madness set in it was 
screamingly obvious that a prime 
application was that of visually 
displaying the editing peripheral of 
digital synths. Despite claims by a few 
of Emstien-like ability to cope with the 
17 -character LCD display Dn most of 
the firsl generation digilal 
Synthesizers, I am afraid that, like 99% 
of the population, I canl retain a head 
full of figures and instantly relate them 
in ratio formula to the small section of 
the sound that is digitally visible on 
the instruments display. Enter the 
programming utility with full display of 
aJI the peripherals on one or two 
screens. 

On its henals was the realisation that 
most synths could do with memory 
expansion when it came to the voice 
department Even with some synths 
retaining up to 256 voices, there 
comes the problem qf swapping them 
about so that your favourite sounds 
are accessible easily and not lost 
amongst the slurry at the bottom of a 
ROM buffer somewhere, hence voice 
library editors and managers. As the 
DX7 has outsold every other synth 
there is little wonder a! the 
proliferation of programming software 
for it. 

LOOK, NO HANDS! 

The X-aiyser has a very direct 
approach. The library is presented in 
two columns: on the left the one you 
already have, and on the right the one 
you are about to create. Voices are 
mouse- dragged and can be sen! to, 
or pulled from, either the library or 
DX7, Voice dumps of 32 at a time are 
achieved m the same way by clicking 
on the correct screen icon. By the 
way, the program comes wrth about 
300 new voices, most of which are 
useful and serve as excellent food for 
customising. You can check the 
sound of each voice first as it 
automatically sounds It on the synth 
for you. 

However the amsztng featureof this 
particular program is that you don't 
need a DX7 to work it! I repeal, this is 
a DX7 programmer that doesn't need 
a DX7 - and you can still hear the 
sound'! How? The secret is the 
second part of its function - that bit 
about DX- to-sample-transformer. It 
has some furious maths routines 
converting the DX sound peripherals 
to a MIDI Sample Dump Format 

What? Okay, it'stechnospeak lime. 

Recently there has been a standard 
format implemented for samplers so a 
common language exists between 
samplers of different makes z^nd 
sampling rales, etc. Thus your 12- bit 
" ABC" sampler can dump sound via a 
common MIDI format to the XYZ" 
sampler with 16-bit - or whatever - 
sampling. This may coma as no 
source of eternal light and Joy to you 
yet but it does mean, as C-Lab 
demonstrate here, that you can 
convert any synthesized sound 
created and edited on a computer and 
dump it onto a sampler, Wonderful, 
You can buy a suitable sampler, and 
use this program to get it to emulate a 
DX7 or maybe another $ynth when the 
software is available. 

This could herald the age of the 
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sampler berng almost the only tone 
module you need. However this also 
explains why the program needs one 
megabyte of memory as it takes a 
couple of minutes to transfer io the 
sampler. A quick spin-off of this is the 
X<aiyser'$ abiltty to access the puny 
sound chip in the Atari, bypass the 
sound registers and stuff the sample 
dump through the djgital-to- analogue 
converter resident in the Chip, Got it? 
Even if this information hits you with 
all the force of a polystyrene granule. 
it does mean that you can roughly edit 
the sounds without having to plug 
everything in. 

SOUND MOUNTAIN 

The edit facilities are extra simple to 

us%. You can choose between the full 
peripherals on cfsptay or an Easy Edit 
page. Easy Edit shapes up the sounds 
much in the manner of an analogue 
By nth: that is to say Attack, Decay, 
Sustain, and Release for the sounds's 
shape or its- tonal colour. Whichever 
page you choose, you can mouse- 
drag bar graphs, tug sound shapes 
around, or increment values with the 
left-hand button, if you prefer, the 
cursor keys do the same trick. Very 
quick, very easy. 

The program aiso stores additional 
data such as performance memories 
and tuning data. After each alteration 
a note is automatically sounded on the 
synth so you can quickly hear the 
effect. As with The Creator, the Undo 
function button comes to the rescue 
should you foul up totally. 

There is also a three dimensional 
1 sound mountain ' display tf is Fanlight 
for every sound. Although you can't 
edit from this, it i$ an interesting 
display of the sound and can be 
skewed through 180° on either axis. 
AJJ in all a rather excellent program and 
one which stands to alter the future of 
sound synthesis by the use of MIDI 
Sample Dump. If I thought about it I 
could get quite excited at the 
prospect of recreating the sound of 
individual synthesizers on a decent 
sampler. It is conceivable that m a few 
years a form of super sampler will take 
over from batteries of individual 
synths and emulate their sound from 
such a program as this. 

Both programs are dongle- 
protected and won't budge a pixel 
without the aforementioned hardware 
inserted in the port. The only other 
thing to look at is money. Lots of ill 
Why? Because you wilt need a teii 
amount of the foSding stuff to gel your 
greedy mitts on the facilities that they 
offer. What's more, you will need a 
sampler, or synthesiser, or both. Put 
you off yet? I do hope not as I would 
be so bold as to claim that they are 
worth the pennies that you save up to 
buy them - Okay, so you've had to do 
25 paper rounds a week plus washing 
cars AND working in the local 
supermarket to buy these programs. 
Now enjoy them. 



Next month, cheaper utilities for the Atari and Amiga, and hopefully the 
first musk software for th& Archimedes, plus some answers to your 
queries. Arid I am still trying to make room for my Hst ol essential terms 
that you are dying to know aboutf The Creator costs £285 and the 
X-atysw C1 11.64 bath from SOUND TECHNOLOGY, 6 Letchworth 
Business Centra, Avenue One, LvtcHworth, Herts SG62HR. Tel: (0462} 
490000 
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TGM's WIN AN 
AMIGA (1) 

Yes, this was the first of our three 
opportunities for a lucky GAMES 
MACHINIST to win an Amiga A50G 
plus a 1 0B 1 Colour Monitor. The 
response was enormous! First the 
answers: A - 4, Psy gnosis 
[Bafb&tarili B = 2 f Audiogenic 
ffrnpacfr C = 3, Arcana 
[PO)mrpta$\ D = 1, Elite 
[Battleships). And the man who 
has turned 1 6-bit overnight is Paul 
Johnston from Lancashire BBS 
1SU 



ROAD WARS 
COMPETITION 

Melbourne House had copies of 
Road Wars for the first 20 entries 

drawn which correctly answered 
how much It would cost one 
person to buy all the Atan ST 
versions at a 10% discount if there 
were one in eight of 1 50 P 000 multi- 
format copies produced. The 
answer was C337.331 ,25. And the 
winners are: 



Michael W McLeod, Scotland KWl BUT; 
Gu V Lvri -nt. Dm* EK3E1 5KU; Neil Griffiths, 
Notlmglwn hlGZ 7 ELF, N Langtey, 
MkWi™* HA2 GFW: P McEvsn, Bradford 
604 0OJ, Paul Nrtholla. Bu-Hin U GPG; 
Jimn MeGroty, Herts WD 1 BO J. 
J Skipper, Norfolk NR20 4HD; OB Z*ch* r 
Netherlands; flictoy Fenwlciu 
Nortnumtvarlartrt NE62 SPU S D Jester, 
LancffFYTATD; J Sholicar r GloaGL52 3t>A; 
Craig Judga, Ayrshire; Jason BnmolovY, 
Manchester MM GLJ; Amen Krtsn r Mlddn 
UBJ 0H13: Stisphrjn Wairrir^gton, Essex 
HM17 SXA; Robert Dean, Esse* S51 5 SXF; 
Simnn Ashe, Hampshire SP 1 1 SDG; 



Graham 0* ewihgugh, MkWk UB3 5LP;: 
Greifl Arlken, Gtasgaw G65 3SB- 



ARCANA 
COMPETITION 

Five days of griding lessons, 
including food and 
accomrnqdatfon were on offer to 
the winner of Arcana's Powerpiay 
and Marscops crossword. After 
training, the winner aiso receives a 
year's membership to their local 
dub. And who is it? Wtiy tls 
SJ Lee from Cambridgeshire 
PE1 7 UP, Fasten your safely belt 
SJ! Ten further runners up each 
jet a copy of Powerpiay. 



ST Clarke. Tunhndge W«fl*„ Kent Q 
Oifoni QXfl iRU; Martin Harwich, 
Sheftald 56 SEN; Ohm Rowlands, 
SheffiehJ Sft 5fD: Trevor Cooba, L«*d» LSi 
lflZ; Roa* AUvn.Brinhlon Bfll JJQ; Wa^oa 
Style*. Bo Hon 9e_2 fiHL, Sim&ri W"rL*», Herna 
PO? 6pfl. S Singleton* teed* LSI 4 2HB; 
M McSwlggan.Guemfiay, Channel Inlands 



LIGHT PHASERS 

Mastertronic asked you to shoot 
to kill - words in this case, tucked 
in a worctequare, with 10 Sega 
Light Paser guns, the three-garne 
Combo Cartridge and Shooting 
Gallery en offer to the drawn 
winners. And they are: 

Jonathan William* , Wore* QTO OLD; Tudor 
W*taon P W Suss** GUZti OPX; Der ek 
Luddern, StKkfwl S*4 3AA; John EH», 
Leeds 1 1 : Ja-mes King, ttiddx HAfiftQE; Tim 
Dawrwss. Kent TWa" WJ; Eery Morton, 1S 
AJma Court. Brutal E3SB 2HO; Aki 
Bereslord, Line* PE 12 §AP; Paul Driven, 
Sussex BN2 6DF, Patrick Wjil*h. Slough 
tork*. 
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UNCLE MEL'S TRIVIA QUIZ 



Fresh from his personal triumph In Jersey as MG of 
the Newsfield Readers 1 Awards 1987 - m three-day 
stint without sleep - Mel Croucher effortlessly 
provides another 20 questions designed to enlarge 
your brain. Only those Persons Renowned In 
Computer Knowledge could possibly get 1? out of 
20 correct* Have a go . . . 



1> True or false: Marvin The 
Paranoid Android got to Number 
53 in the charts in 19S1 with a song 
fitted Marvin. 

2} Which programs masquerade 
as DEAF GIRL, O VILE MAM, BUM 
CALLS and VE POPE? 

3) What event witl give British 
software producers access to 320 
million potential customers, on 
January 1st 1992? 

4) What have Nigel Mansers 
Grand Prix, PSL Distribution and 
Edgar Allan Poegot in common? 



5} How many are Leo McKern + 
George Baker + Patrick Cargill l 
Eric Portman + Patrick 
McGoohan? 

6) What does CP/M, CAD, PDS 
and KIN NOCK stand for? 

7] Spot the difference between 
MERCY DASH cartoonist Robin 
Evans and Dan Dare 2 villain. The 
Me-kon 
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NEXT 
MONTH 



THE GAMES MACHINE! 



20001 - A MEMORY SPACE ODYSSEY 

When George Grw&ll wrote 1994 in 1948, it seemed a long way 
off. When Arthur C Clark wrote the script for 2001 -A Space 
Odyssey, it seemed a long way off, But we've passed 1 9&4and 
£001 is getting inexorably nearer. What will our software be 
like then? THE GAMES MACHINE finds out for you, 

IT BITES BACK: 

Jon Bates interviews a band who esc hew Fai Nights and prefer 
to produce their music with the aid of Atari STs - they're 
cabled IT BITES. 



■ HYPE'S ALL IN A NAME 

THE GAMES MACHINE investigates the meaning of tough- 
talking titles and company names- are they a joke or money- 
spinners? 



• MSX II -THE RANGE 

Pleased as punch with our new SONY MSX HB F-700B. we 




8) Who played the voice of The 
Martian in Joum&y Into Space? 

9) How many Calif ornians does it 
take to program a computer? 

10) In which software house were 
Giorgio Morodor and Phil Oakey in 

1984? 

1 1) How many women does it take 
to program a computer? 

12J Which of the following 
creatures are not associated with 
computers: mouse, lurtle, lyn*. 
dragon, bug- puma, cheetah, 
codemasters 



13} What pnnters can you find in 
MAD RATS, O VILE TlTand HERB 
ROT? 

14) Spot the odd one oul m the 

CRL stable: Woltman. Dracuta. 
Frankenstein, Clement Chambers 

15) True or false, the first digital 
computer was designed in 1 822? 

16) Who are Richard Bartle and 
Floy Tnj bshaw' 7 

17) What is the name of the family 
featured in Lost In Space? 

18> How many SDP Members of 
Parliament does it take toprogram 
a computer? 

19> Who wrote Hunter* Moon? a) 
John Stalker, b) Martin Walker, c) 
RUN DMC? 

20) What has an overfilled plate. 
Palace Software and a hole in your 
tights got in common? 
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take a took at same oflh* machines no w available tor MSX if 
users* 



AND THE REST 

Plus personality -crunching Mel Croucher, hot on the trail of 
some jndu stry sea nda I , a superb new Amiga art util rty , al K the 
latest mum-format reviews and preview news, boardgames, 
fantasy games and play by mail games and electronic 
features, 



Don't miss the next issue of THE GAMES MACHINE! It goes 
on sale from May 15 at all good newsagents. 
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HOW CAM SO MUCH FUN 
BE CONTAINED IN ONE BOX? 

A colossal ^ 
compilation of original ^ 




gameplays and unique 

challenges brought together in 

one classic collection of action, 

intrigue, humour 



w&m 



and entertainment. 
More fun,,, more excitement 
than even the most dedicated 
gameplayer can handle at 
any one time. 



OR ONLY £9.99<£i4.99 disk)YOU CAN FIND OUT 



CBn64-'1» 



in your 
myriad ill 

humfe mat nee to meel you. 

kwK lot Aliens and batften 

that pove wound the 

ifcu—fuuin of tfee DUCT. 



ACJF WtEDERSEHEN MOMY 
Lying low in Gibraltar, poor 
persecuted Monty Mole's 
whereabouts have been 
leaked to Intennote'. who are 
in hoi pursuit. 



MASK 

Join with E he forces of MASK, 
skilfully commanded by Matt 
Trakher ind combat the 
villainous VENOM in their 

quest for domination of the 
world. 



DEAtK WISH 1 
Modem day vigilante Paul 
Kersey wreaks his own form of 
revenge on the scum and fill h 
that terrorise the streets- of 
Mew York. 



JACK TKE HIPPER IN 
COCONUT CAPERS 
Banished to Australia, our 
favourite tittle horror jumps 
pkane to land in deepest, 
darkest juncjleland. What 
havoc he goes on to create is 
fcntad only by your 
fcmagmitiofi. 



BULLDOG 

Btatyour way through infinite 
kvdi of hfrgh f peed ipace 
■ctiofip penetrating your 
enemta outer defence f yalcta 
to read) and destroy the 
POLOM molheiship. 




Iff RflALMATRISt 
firm Raind, tent on a 
dHgffWii and apparently 
tndir*i itftision lo rescue 
other Bwptom Iwprlionfrl on 
Ike drifter flatrii prftcn 



THtNG BOUNCES BACK 
A quick hand and dogged 
detcj iiihmIhhi are needed if 
jwVe lo get anywhere with 
Thing, as Gremlin's ipringteit 
star bounces bach ma new 
adventure. 



BASIL TMEQREAT MOUSE 

DrTfCTIVE 

Will your powers of deduction 

he enough to enable Basil to 

rescue Dr Dawson from the 

villainous clutches of 

Ptofessor Ratigan? 



CONVOY RAIDER 
The free world a in peril, the 
Future at the country lies in 
your hands, frig Fit crting ly 
powerful weapons are at your 
disposal and important 
decisions must Be made. 



SAMURAI TRILOGY 
Id an age in whkti honour wat 
revered, i dan of wanton let 
ihemscfrea apart to dedicate 
their lives to a perfection In 
combat ind cite tplfine of mind 
that became a religion. 



RE BOUNDER 

Armed to the teeth, challenge 
the mhght of the meddling 
overlord, to return to a happy- 
go-lucky life as ■ 
B.B. Blunder, 




Gremlin Graphki Software Ltd., 

Alpha House, 10 Carver Street, Sheffield Si 4FS. 

Tel: i0742l 753423 







Screen shots from various, formats. 



